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The Avalon Hill Philosophy - Part 6 



COVER STORY: 

The facts of]pf^ 

Parade 

...Parade Magazine, that is. If you 
don't already know about it, recent edi- 
tions of Parade Magazine features an 
article on. . . "a movement, that seems 
to be commanding the attention of grow- 
ing numbers of teenagers, college Stu- 
dents, and others." They were, of 
course, writing about Avalon Hill in an 
editorial entitled, "The Boom in War 
Games - Armchair Generals," by 
Herbert Kupferberg, associate editor. 

This beauLiful bit of publicity was 
seen in all 77 newspapers that syndi- 
cate Parade Magazine as a Sunday sup- 
plement. Inquiries as a result of this 
article have been phenominal. The 
avalanche of requests for information 
flooded our offices to the extent where 
we simply couldn't handle all the re- 
quests immediately. Our a.pologies to 
those of youwhose inquiries and orders 
were correspondingly delayed. 

HO, 000,000 War gamers? 

Tastefully written, this particular 
editorial reported the whole wargame 
scene exactly as it is,, .no overblown 
statistics. . . no pie-in-the-sky rational- 
izations to account for the "boom, " but 
straight-forward, human-interest copy 
on the why's and wherefore's of the 
whole wargame schmeer. And we'll be 
honest; there aren't 130, 000, 000 war- 
game prospects. Maybe only half that 
number. As for the other half; well, 
that's who we have Shakespeare, Man- 



Up until now, Avalon Hill's philoso- 
phy has been quite Simple - "sell 
games, " And in the ten years thai 
make up its brief history, their mar- 
keting department has heen able to 
keep up with the demand for new games 
by producing quality products of an 
imaginative and creative nature. 

Their selection of subjects around 
which to build new games has been left 
mostly up to the hard-core fanatics 
themselves. .. by their registration 
card comments. .. their unsolicited re- 
quests. . . and by surveys run in various 
editions of this magazine. Farexample; 
Blitzkrieg, Guadalcanal and Jutland 
were produced because these were the 
titles most requested by subscribers to 
The General . In a sense, then, we can 
report that readers of this magazine 
have exercised a great influence over 
the choice of products offered the gen- 
eral public. 



The Also Ram 



But what about the near -misses. . , 

those subjects which don't rate top 
interest yet receive better than fair 
share of requests? Unfortunately, 
such potential games have to be rele- 
gated to obscurity, or to await their 
niche in the popularity parade. These 
are the games that, for one reason or 
another, do not have consumer-appeal 
broad enough to warrant publication. 
As James R. Becker, Lakeside Toys, 
once put it, "the single most important 
factor in a game is its name. If you 
have a great game with a bad name, 
forget it, If you have a great name and 
a poor game, you have a better chance 
for success. " 

Naturally, Avalon Hill likes to think 
of themselves as producing great games 
with great names. But what about those 
great games with bad names' Is it 

agement, Dispatcher, LeMans, $quandcr 
and the sports games for. 

Reprints Available 

We would like to have reprinted the 
entire editorial here in the pages of 
this magazine - but because of space 
limitations are offering the next best 
thing. We will send you, FREE, an 
exact reprint of the entire article. 
Simply send us a self-addressed envel- 
ope containing first class or airmail 
postage, and we will rush the complete 
article out to you. You may have been 
among those mentioned along side of 
the "The Fourth Reich..." "The Fifth 
Column..." and "The Praetorian 
Guard. " 



fair to relegate them to obscurity just 
because there doesn't happen to be 
much glamour to their titles? We don't 
know the answer to this -- but it's high 
time someone finds out, 



So, Lets Find Out A'ready 

It isn't often that a good new game 
comes along. The rarity is when three 
good games come along. Nevertheless 
three good games have come along and 
Avalon Hill has selected them in a test- 
case to settle the above hypothesis once 
and for all. In fact, The General is 
devoting this column to promoting the 
sale of these titles even though it will 
constitute a dollar drain from current 
AH titles. Under the assumption that 
it may be in the best interests of adult- 
gaming per se, we offer the following 
games for your consideration; 



Nuclear War 



As the title indicates, this game 
isn't exactly hop-scotch. It is, in fact, 
a delightfully amusing game of satire - 
yet ironically engrossing as players 
can walk away from a £0 minute game 
deluded into the feeling that this world 
cannot possibly stand long. Maybe this 
is why it only takes about 1/2 hour to 
complete a game. Besides its satira- 
cal value, we have chosen this game 
because it invokes the perfect balance 
of luck, skill and strategic thinking 
that could be the panacea for all game- 
players. If we had to select a "pick- 
hit" of the year, Nuclear War would be 
it. At first glance, it appears to be 
a relatively simple card game. Not so. 
The object is "world domination' 1 by 
eliminating all other players who re- 
present major powers. Actually, the 
object is to persuade opposing countries, 
thru a show of might, to join your 
superior form of government. But this 
isn't too much fun. So, your real aim 
is total population-destruction thru the 
use of propaganda and, of course, nu- 
clear weapons. But, since you really 
don't want it known that you are basical- 
ly destructive at heart, the game's 
built-in subtleties of design allows you 
to accomplish the former by deviously 
peaceful means, rather than as a clod 
who triggers nuclear war through care- 
less strategy. The ultimate winner is 
the one who has at least 1 million of 
his own population remaining. In some 
cases, then, all players may be losers. 
Yes sir - a great game for family fun. 
Great as a Xmas Gift for Auntie's stock- 
ing, too. 
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Viet Nam 

A sore subject to say the least. 
Nevertheless, it is a current subject for 
debate. From an informative and' edu- 
cational value alone, Viet Nam is well 
worth the price. While it's still diffi- 
cult to tell the good guys from the bad 
guys, you will hold a great appreciation 
of America's roll in this real -life 
struggle after playing just one contest. 
Our hats are off to the designer(s) of 
this one. Simultaneous movement, 
military factors, guerilla warfare, 
political tactics -- all built into one 
amazing game. We like the quality, 
tou. Over 150, plastic playing pieces 
adorn the 27" x 21" battle ground. The 
complete game contains rules and twD 
distinct game versions -- all you need 
for an evening's enjoyment with an en- 
tirely new kind of problem in wargam- 
ing. And with Viet Nam, the problem 
can be solved, McNamara should he so 
lucky. 



Confrontation 



Confrontation makes Blitzkrieg seem 
like a coffee break, ttis the most com- 
plex game ever designed. It is all- 
encompaasing in scope, a fictional game 
based on the world diplomatic situation 
circa 1940. At least it starts out that 
way. A period of cold-war maneuver- 
ing wherebye economic and political 
pressures totter the balance of world 
power, is usually followed by good, 
old-fashioned hot war aggression. 

A Political-Science major would 
have difficulty keeping all the balloons 
in the air in this one. No important 
economic detail is overlooked. Even 
weapon development and technological 
research are built into the design. 
There's provision for espionage, too. 
Even if your right hand knows what the 
left hand is doing you'll need six hands 
to meet the challenge of tbifi truly com- 
prehensive game. Those who have, de- 
clare that Confrontation leaves nothing 
more to live for. We can't go this far. 
We will concede, however, that no war- 
gamer should leave this world without 
attempting to meet the challenge of at 
least that of a subordinate commander 
in this game designed for 2 to 8 persons. 
The hugeness of its scope is matched 
only by the size of its vinyl -type map- 
board that measures 60" x 28". Think 
big. 

Available from Avalon Hill 

Although the subject matter for all 
three seem similar, we hasten to add 
that there is no overlap of design con- 
cepts whatever. These are three dis- 
tinctly different games -each a design- 
breakthrough in itself. Reasonably 



priced, all three may be purchased di- 
rectly through the offices of The 
General . All orders must be accom- 
panied by a check or money-order in 
the full amount plus postage (if required) 
made out to: The Avalon Hill Company, 
4517 Harford Road, Baltimore, Md. 
21214. 

Nuclear War - $ rl. 25 (no postage 
necessary) 

Viet Nam - $5. 00 plus 50£ postage 

Confrontation - $6, 00 plus 50£ post- 
age 

As Xmas gifts, any of the three would 
be highly complimentary to the recipi- 
ent. All orders will be processed 
promptly as long as the limited supply 
for each lasts. Make sure all currency 
is made out to The Avalon Hill Company, 
c/o "The General." 

The editors and staff of this maga- 
zine hope that this new philosophy (an 
effort to supply the growing consumer - 
demand for new games) meets with sub- 
scriber approval. If not, we're sure 
we'll hear from you. 

Strategy & Tactics 

We think it also in the best interests 
of wargaming to single out the one war- 
gaming journal we feel best separates 
fact from fiction in the jungle of war- 
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game literature. Strategy & Tactics, 
hardly a year old, has reached the level 
of mass-distribution and can be pur- 
chased in many hobby outlets. Along 
with Kommandeur and Kampf , two pub- 
lications of a specialized nature, Stra- 
tegy fa Tactics was singled out in the 
recent Parade Magazine feature. Its 
contents run the gamut from board 
gaming to warfare with miniatures, 
stopping in between to report on the 
latest in diplomacy, play-by-mail vari- 
ations, historical analysis, etal. Truly 
the complete wargame journal. 

Us rise in popularity can be due in 
most part to a staff of writers, both 
free-lance and part-time, who know 
what wargaming is all about. Copy is 
rather briskly written, a far-cry from 
the puerile ramblings found in lesser 
publications. Well illustrated, S fc T 
is our recommendation as the war game 
journal no complete battle -game afici- 
onada should be without. (Oops, there 
go a couple of subscriptions to The 
General ). 

We feel this publication more than 
warrants the time it would take to send 
them a request for subscription infor- 
mation. Write: Strategy h. Tactics , 
Box 11-187, Dept. G, Loudonville, 
New York 12211. 



Principles of War-Security 



by M. J. Frankwicz 

M. B. Brundage, editor 

ED. NOTE: Credit for this article 
also must go to Capt. W. L. MacMurdy, 
U- S. Army Intelligence Officer whose 
notes on this subject proved most in- 
valuable to the editor. 

Security Defined 

"The proper and effective safeguard 
of a command and its personnel against 
conceivable enemy action. "-- Dept. of 
the Army Pamphlet NR. 380-1, 26 
March, '62 or more simply said, "Be- 
ing prepared for any Eventuality. " 

Security for Both 

Security is probably the most im- 
portant principle; for without it, the 
keys to success are lost. It applies 
not only to the defense, but the offense 
as well; to the strategic situation, as 
well as the tactical; to the General, as 
well as to the Private walking guard 
duty. 



Keys to Security 

We've defined it, now let us look 
deeper into its use and preparation. 



Security lies in heing able to devise 
a workable military disposition out of 
five basic capabilities. 1 ) Attack, 2) 
Defend, 3) Delay, 4) Reinforce, & 5) 
Withdrawal. It, also, includes the good 
use of (a) Terrain, (b) Intelligence, and 
the all important (c) Time-Distance 
factor. 

Let us take an example where all 
these factors would apply. 

As a defender you. may have been 
confronted with the choice of making a 
Strategic Withdrawal. You needed time 
to accomplish your objective. You 
needed good security to prevent your 
enemy from isolating you and defeating 
you in detail. You then withdrew (5) 
froma poor defensive plain to an escarp- 
ment and behind a river (a) where you 
were doubled on defense (2) leaving also 
several small units as delaying (3) pieces 
along the main route of escape, giving 
time (c) for the units to set-up a proper 
defense in another sector where you 
could bring up reinforcements (4) so 
that by the time the enemy arrived to 
attack your main defense you were pre- 
pared to attack (1). 

In this example you noted the use of 
all five of the keys to security plus the 
use of two other elements of achieving 
good Security, It would appear that we 
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left out the use of Intelligence (h) as a 
factor of Security. But let us, however, 
look at the use of Intelligence as it ap- 
plies to the situation under discussion. 

Intelligence Factor 

If you were sharp you would know 
what your enemies capabilities are. 
You would know your enemy's Order of 
Appearance by heart. You would know 
his strengths, weaknesses, transporta- 
tion capabilities, supply capacities and, 
most hf all, have a good understanding 
of what objectives he's trying to reach. 
You would also keep tabs on the weather, 
and his replacement rate and centers 
if they are a factor. 

Without this knowledge you would not 
be able to predetermine where you 
would be able to be prepared to meet 
him on better than equal terms. For as 
we discussed in previous articles the 
defender must eventually turn to the of- 
fensive to defeat his enemy in detail; 
and before that can be accomplished the 
enemy's offensive javelin must be broken 
and his security left lacking. This must 
be done by cold calculating analysis of 
the enemy's situation. 

Tools fc Practices lor Good Security 

With the keys to security now laid 
down let us analyze their use more 
closely. 

It is true that the defender is pre- 
occupied more with Security than is the 
offender, hecause the defender must 
protect against the thrusts of his enemy 
at every conceivable place on his de- 
fense perimeter. The offense should 
not overlook security or his enemy will 
find good opportunity to turn the tide of 
battle. The enemy could, for example, 
find a weakly secured flank, roll it up 
and snatch victory right out from under 
the offense. The offense should never 
grab more than can be secured. One 
should take into account what the enemy 
can do. Do not overextend. Prepare 
sound defenses of your flanks after 
every thrust. In other words, do not 
get carried away with your forward 
progress that you overlook your secur- 
ity. Take them step by step; thrust, 
secure, thrust. In this way you'll pre- 
vent your enemy from getting at you 
where you least expect it. The downfall 
of many a good offense is the overlook- 
ing of Security. 

The defender as we had said has the 
greater share of the Security pie. He 
must be secure everywhere and be pre- 
pared to plug any hole in his line that 
might occur. One good tool for Security 
of the Defense is the use of a Strategic 
Mobile Reserve. Give full considera- 
tion of air, land, and sea capabilities 
of your enemy before placing of this 
Reserve in a Strategic location, so 
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Jutland: 2nd Time Around — Part II 



by James F. Dunnigan 
Research & Design Director 

Our new approach to game design 
has, quite rightly, inspired more people 
to ask questions concerning the his- 
torical background of the games. We 
would like to say a few words here con- 
cerning the use of historical sources 
with a game such as Jutland. First of 
all, don't believe everything you read. 
Up until Jutland this applied, as many 
gamers have pointed out, to AH games 
also. Until recently AH, like most of 
its customers, took the word of sundry 
historians when designing a game. This 
may come as a shock to some hut there 
are simply no historians who do not, 
intentionally or unintentionally, make 
errors in their work. But we feel that 
the rigorous format of the AH game 
precludes many of the errors most 
historians are prone to fall into. 

Logic and Reasoning 

One important element built into the 
game was the mentality of the command- 
ers and, in a more general sense, the 
navies themselves. This brings us to 
such items as the British inability to 
utilize the "Battle turn away" (Gefecht- 
skehrtwendung) and smokescreens. The 
British had a "battle turnaway" in their 
tactical manuals (known as "Blue Pen- 
dant, 16 flag) but Jellicoe felt, quite 
rightly as it turned out, that his lower 
commanders were not capable of pulling 
it off successfully. The better trained 
Germans had no such problems. The 
same applied with smokescreens. The 



that when it's needed it can get there 
quickly. 

The good use of Terrain, natural 81 
man-made, such as, mountains, river 
lines, passes, fortification Si city- towns, 
wherever possible will be of great aid 
in defense, especially where you haven't 
sufficient forces. The depth of lines & 
interlocking zones of control in sectors 
of enemy attack will prevent the enemy 
from making deep penetration, & en- 
circlements. Flanks should be placed 
on mountains, forests, the sea, 4i other- 
wise refused areas for better security 
wherever possible. Airdrop screens 
of weaker units should be placed behind 
front lines to prevent vertical envelop- 
ment by Airbourne or Airmobile units 
as in (D-Day or Blitzkrieg). Main ave- 
nues to the front should be occupied at 
key junctions to insure protection of 
supplies as in (Bulge) and additional 
tactical reserves should be maintained 
close at hand to prevent exploit of break- 
throughs. Good use of these tools and 
practices will help insure Security. 



British knew that the Germans used 
them but felt that they were of little 
tactical use. They changed their minds 
after Jutland. 

The Wind Direction rule ib most im- 
portant. It was this phenomena which 
blinded the German fleet at a critical 
moment during the original battle. Wind 
blows TOWARDS the direction indicated. 
Smokescreens are, for the sake of sim- 
plification of a rule to reflect the posi- 
tion of the sun in early morning and late 
afternoon and its effect on gunnery. 
The rule we developed for this in the 
prototype game was far too complicated. 

The conditions of victory will still 
cause problems simply because Jutland 
is SO realistic that, in re-creating the 
originally amorphous situation, there 
are still numerous opportunities for the 
ruthless player to exploit conditions 
which can never really be made "air- 
tight" withregard to a clear cut victory. 
That's the way Jutland was, it's the way 
life, as most of you know, still is. 

Refer to optional victory condition/ outlined at 
end of this discission. 

The Gunnery Results Table was 
based on two premises; first; that a 
certain percentage of "Firepower fac- 
tors 11 (composites of shell size, rate 
of fire and shell effectiveness) would 
hit a target at a given range for a cer- 
tain number of factors fired. Our 
second premise was that the ideal gun- 
nery duel was between two single ships. 
Using more than one ship on either side 
made fire control progressively diffi- 
cult. Shells with dye markers had not 
been developed yet and it was therefore 
impossible to tell which shells belonged 
to which ship. Thus the more ships 
you had firing on a target the lower 
would be your percentage of passible 
hits. The critical hit option was a dif- 
ficult rule to develop, we feel that the 
revision will reflect this aspect as ac- 
curately as possible. 

One overriding factor affecting 
operations in the North Sea was the low 
fuel capacity of the destroyers. The 
doctrine of both fleets stressed the 
constant need for destroyers to screen 
capital ships. Thus, in effect, a .time 
limit was placed on operations. This 
time limit was equal to the endurance 
of the fleet's destroyers. British de- 
stroyers could stay at sea for fiO hours. 
German destroyers could remain at 
sea for 54 hours. The endurance of 
the destroyers is based on the amount 
of fuel they carried. The German boats 
were generally smaller and thus could 
steam for a shorter time. The time al- 
lotted to them also included fuel ex- 
penditures for high speed steaming (such 
as in combat) when far greater amounts 
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of fuel were consumed. Our estimates 
matched almost exactly with those of 
the British and German. (Endurance 
for capital ships was 150 hours, for 
light cruisers 100 hours. ) 

Final Bibliography for JUTLAND 

A complete bibliography for the Bat- 
tle of Jutland would include hundreds of 
volumes. Thousands of additional vol- 
umes would have to be added if we also 
wished to cover all of the technical and 
secondary aspects. Therefore the bib- 
liography listed below ia highly selec- 
tive. 

The game was designed using the 
"Operations Research" principle in 
which each "operational" aspect of the 
historical event was analyzed to dis- 
cover its "functional" elements and 
their relationship with each other. An 
example of this would be found in our 
investigation of the problems surround- 
ing the question, "What critical ele- 
ments were involved in terminal ballis- 
tics of large caliber naval shells?". 
We found that the critical elements were: 
shape of shell, composition of shell, 
type of fuse, type of ignitOT, type of 
burster, angle of fall, terminal velosity, 
rate of 3pin, angle of yaw and a host of 
other more minor factors. For the 
British there was an additional critical 
factor and that was their inefficient 
method of proof testing shells. Irt the 
final analysis all of the above factors 
had to substantiate any and all occur- 
rances at the original battle. The same 
exacting method was used in evaluating 
all other aspects of the campaign, phy- 
sical and technical as well as human. 
The bibliography below reflects most 
of the source material we utilized. 



Bacon, R II S - Dover Patrol 
The Jutland Scandal 
The Life of Earl Jellieoe of Scapa 
Modern Naval St rategy (with F E 
McMurtrie) 
Barnett, C - The Swordbearers 
Brassey's Naval Annual 1904-1943 
Chalmers. W S - Life and Letters of 

David, Earl Beatty 
Corbett, J - Naval Operations. Vol 3 

(with volume of maps) 
Cranz, C St Becker, K - Handbook of 
Ballistics, Vol 1 (Exterior Bal- 
listics) 
Dewar, A C & Dewar. KGB - The Nar- 
rative of Jutland 
Dewar, KGB - The Navy from Within 
Dorling, H T - Swept Channels 
Fawcett, H W & Hooper, G W W - The 

Fighting at Jutland 
Frost, H H - The Battle of Jutland 
Gibson, et al - The Riddle of Jutland 
Groner, E - Die Deutschen Kriegs- 
schiffe 1815-1945 



Gross, O - Dei Krieg Zur See, Der 
Krieg in Der Nordsee B and 5 
(with volume of naps) 

Harper, JET- The Harper Documents: 
This is not an actual publication 
but a series of works prepared 
by J E T Harper shortly after 
thewar. Theybecame the center 
of much subsequent controversy 
in England as to just who "won" 
the Battle of Jutland. 

Hase, G von - Keil and Jutland 

Jellieoe, J - Crisis of the Naval War 
- The Grand Fleet 

Jane's Fighting Ships, 1905-1921 

Lc Flemming, H E - Warships of WoTld 
War One 

Marder, A J - From the Dreadnought 
to Scapa Flow, Vols 1-3 

- Fear God and Dreadnought: 
The Correspondence of Lord 
Fisher 

Parks, O - British Battleships 
- British Destroyers 
Proceedings of the U S Naval Institute 

- Rigid Airships (G Fultin, p 
1565, 1921) 

- The Effects of Meteorlogical 
Conditions on Tactical Opera- 
tions at Jutland (A E Ttuc, p 9i 
1940) 

- A number of other articles 
were used to a much lesser ex- 
tent than the above two. 

Scheer, R - Germany's High Seas Fleet 

IrTthe World War 
Siney, M C - The Allied Blockade of 

Germany 

Transactions of the Institute of Naval 

Architects and MaTinc Engineers - A 

number of articles were used from 

among those published between 1908 

and 1943, 

Tripitz, O von - My Memoirs 

Waldeyer - Hartz, H von - Admiral Von 

Hipper 
Wilson, H W - Battleships in Action 
WolLard, "C~L A - With the Harwich 

Naval Forces 
Young, F - With Beatty in the North Sea 

Notes On Sources 

Most of the above books are out of 
print, The Barnett book is still avail- 
able in paperback and provides the best 
short account of the battle. Naturally, 
not all of the sources mentioned above 
are of equal value in designing a game. 
A game requires, above all, very 
technical information. The most valu- 
able sources of technical information 
were BRASSEY's, which contained 
numerous technical articles as well as, 
to a lesser extent, the graphical ship 
data foundin JANE's. Both BRASSEY's 
and JANE's were British publications 
and while they were able to provide 
reasonably good data on British ships 
they were incapable of doing the same 



thing for the German ships. Thus the 
most valuable German source is DIE 
DEUTSCHEN KR1EGSSCHIFEE, which 
went into even greater technical detail 
than JANE's. Much additional, and in- 
valuable, technical information came 
from the TRANSACTIONS and the PRO- 
CEEDINGS. KRIEG ZUR SEE provided 
us with a wealth of tabulated data, par- 
ticularly a record of German signal 
transmissions to complement the British 
ones (also included there in German) 
found only in a much more rare pub- 
lication. The Marder books provide a 
valuable, up to date and comprehensive 
analysis of British naval policy and 
operational procedures. The Jellieoe 
books also go far to complement 
Marder's works. For the German side 
one must turn to the Scheer, Tripitz, 
Waldeyer and Hase books. In a class 
by themselves are the Parks books 
which, despite their lack of thorough- 
ness in the German manner, are quite 
complete . 

The bulk of the research was done 
at the Columbia University Libraries, 
the Main Research Library (42nd St) 
of the New York City Public Library, 
and the Library of Congress. 

In conclusion ar hair outlined tin optional 
set of vutory conditions designed specifically to 
enhance the enjoyment of play for she bard<ore 
naval game fanatics. While they arc far loo 
lengthy to he added to //_*' official game rules, 
they do reflect the true historical situation for 
the hank of Jutland, 

Optional Victory Conditions 



There are two types of victory; 
MILITARY, inwhichone sideachieves 
a decisive, far reaching success over 
the other, and PROPAGANDA, in 
whichone side achieves an indecisive, 
yet tangible, success over the other. 

THE BRITISH WIN if they get their 
unsunk (through enemy action) DD's 
back to a BASE (A17, D13, K9. V5, 
CC2 or DD1) within their 69 hour 
timelimit AND fulfill one of the fol- 
lowing conditions: 

MILITARY VICTORY-Obtain a 3 
to 1 ratio in capital ships (BB & 
BC) over the Germans. 

PROPAGANDA VICTORY: A - 
They have forced all German capital 
ships back to port (BB 16) withuut 
losing more capital ships than lost 
by the Germans. This must be 
done within 30 hours of the Ger- 
mans being "spotted". German- 
ships are considered forced back 
to port when they return with the 
British in pursuit and capable of 
putting at least one division of BB's 
or BC's in either AA15, Z16 or 
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Z17 for one hour. (BB16 includes 
entire German minefield area ) -OR - 
B- They are able to maintain at least 
one division uf BB'6 or BC's in 
either AA15, Z16 or Z17 lor six 
consecutive hours after having been 
drawn oat of their bases by the ap- 
pearance of the Germans off the 
coast, THIS CONDITION DOES 
NOT APPLY WHEN USING THE 
BRITISH SWEEP. 

THE GERMANS WIN if they get 
their xinsunk (through enemy action) 
DD's back to base (BB16} within the 
54 hour timeliinit and fulfill one of 
the following conditions. 

MILITARY VICTORY: They ob- 
tain a 1 to 1 ratio in capital ships 
(BB &t BC) with the British. 

PROPAGANDA VICTORY: A 1 he 
British fail to force all German 
capital ships (which were at sea 
when the Germans were spotted) 
back to BB16 within 30 hours of the 
German's appearance. -OR-B-AA 
IS, Zlh and 7.17 are cleared of 
British capital shipE beforf they 
have been able to remain there for 
six continuous hours. (British must 
have been there two continuous 
hours to begin with, ) 

NOTE: IF both sides should fulfill a 
condition of victory, the winner is the 
aide which sinks the larger number 
of capital ships (BB & BC). 

A DRAW occurs when; 

A-One side has achieved a vic- 
tory while the other has sunk more 
capital ships. B-Neither side ful- 
fills a victory condition. 

SEARCH ESCAPE-Ships going in- 
to the Skagerrak are only escaping 
temporarily. In order to conform to 
any of the above conditions they must 
eventually return to the above named 
bases. 
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Inventor's Nightmare 
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"When does one stop being a wargamc 
'buff and become a wargame 'nut' ?" 



by S/Sgl Louis Zocchi 

AM Note: There is more to designing a game 
.'!>•<>> simply purchasing hi tljeets finin Atalon 
Hill, Considerable thought must aim be giren tit 
marketing philosophy and most important, tt 
ntk for tlx- game 77*' ft/Honing recounts the 
problems in the fife of a typical game ilesiguer 
B-ho amid be your met door neighbor-- we take 
you lion to a small, ineffectual rural area of u 
typical American cii\.- 

Mauy years ago, I designed and sold 
a game called "M". Each player re- 
ceived a small printing press and plates. 
The plates enabled each player tn print 
up some play money and the object of 
the game was to print up more money 
than any of the other players. The 
game was selling fairly well when the 
Treasury Department happened to 
notice that their money bore a remark- 
able similarity to mine. They took the 
very narrow minded view that I had 
copied their design. Actually, I believe 
the reverse was true. Anyway, I com- 
plied with their request thatl stop sell- 
ing "M". 

I still had a large number uf printing 
presses left and decided that I could 
redesign "M" to the point where it 
would no longer be recognizable, while 
still using some of the left over compo- 
nents. That is how t came to design 
"M.O." The object of this game was 
the same as "M" but now each player 
was printing Money Orders. I wanted 
to keep the game as realistic as possi- 
ble, so my money order plates closely 
resembled those used by the Post Office 
Department. Instead of being flattered 
by my efforts to emulate their product, 
they considered me a menace to their 
monetary ventures and threatened to 
put me in Jail unless 1 stopped at once. 

I decided to redesign the game and 
use up the remaining printing presses 
for a new game which I called "M.O.N." 
This game dealt with the stnek market. 
Each player Manufactured official Ne- 
gotiables. Unfortunately, before I had 
a chance to get rid of all the game s 1 had 
made, the Securities Exchange Com- 
mission got wind of my efforts. This 
batch of wild eyed bigots took the same 
hard line aa the Postal and Treasury 
officials and forced me to stop produc- 
tion. 

That is when 1 invented "MONO". 
Mono was designed to be played by only 
one person hence the name, mono, 
meaning one. Unfortunately mono is 
also the number of copies 1 managed to 
sell. When I realized that the game 
wasn't doing too well, I re-designed it 
so that it could be played by one or two 
players and changed the name to"MON- 
OP" which tried to tell the buyer by its 



name that it could be played Solitaire or 
with an opponent. Evidently, the buying 
public never understood the title because 
few games were sold. 

My next invention was a Mobile Noc- 
turnal Pouch game which I called " MO- 
NO -PO", Each pouch contained tools 
sturdy enough to permit the player to 
open even the strongest safe in total 
darkness regardless of the inaccessi- 
bility of the safe. This time the local 
law enforcement agencies forced me to 
discontinue the sale of my game. Too 
bad, too, it was my best seller. My 
next game was called "MONO P. O, L, " 
because it dealt with the Mono polistic 
Procurement Of Land. You'll find this 
hard to believe, but just before I went 
into production, another game company 
came out with a real estate game which 
was almost identical to mine. (They 
called it Monopoly),! decided to wait 
and see how well their game sold before 
I offered mine for market. For the 
past 30 years they have done very well. 
If they continue to do as well in the next 
it) years, I'll take a chance and bring 
mine out, so watch for it. 

Ad Campaign Winners 

The "Do-it-Yourself" ad campaign, 
kicked off in the July- August issue of 
this magazine, met with a flood of sub- 
scriber entries. The entries were 
judged in three areas: 1 ) imagination, 
Z) layout, and 3) product-sell copy. The 
award committee was disappointed in 
that no entry met the high- standards 
for all three categories. It was signifi- 
cant that many subscribers chose to 
emulate the approach of Avalon Hill's 
current advertising. In itself, this was 
an endorsement of our advertising ap- 
proach and tantamount to a pat on the 
old advertising ba,ck. 

Nonetheless, many entries qualified 
for at least one of the three. Outstand- 
ing entrants included: 

Imagination ; Mark Dumdei, Tulsa, 
Oklahoma; Kenneth L. Benton, Spokane, 
Washington; Richard Gutenkunst, Mott, 
N. Dakota. 

Layout; Joel S. Davis, Pittsburgh, 
Penna; Mark Dumdel; Bill Stone, Fred- 
ericksburg, Virginia. 

Product -Sell ; Jay Rockstroh, Balti- 
more, Md; Richard Mooney, Austin, 
Texas, Michael Barnhart, Hanover, 
Penna. ; Kenneth L. Benton. 

Our thanks also to the many near- 
winners whose participation in the con- 
test helped spark a new, imaginative 
approach into upcoming ad plans for 
the promotion of adult games to the 
public. And to the above winners - ap- 
propriate gift certificates have been 
sent along with a grateful, "job-well- 
done. " See you in our next contest. . , 
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Graphic Aids for Blitzkrieg 



by Theodore Pittman 

"Blitzkrieg is too complicated for 
two players, rr "Blitz by mail would 
take too long. " I've heard these state- 
ments many times, but neither of them 
are necessarily true, I've developed a 
system which assists a player in being 
much aware of all the Blitss variables 
whether playing in person or by mail. 

The most important point is to have 
a thorough understanding of all the lat- 
est AH rules. It is beneficial to have 
all related rules together. To accom- 
plish this, type each topic of the rules 
on a separate sheet then add the appen- 
dix rules and the questions & answers 
from the General to the appropriate 
pages. 

The next step is to have all the charts 
and playing pieces readily available. 
A 'charts board 1 solves the problem 
of flipping pages each time a different 
chart is needed. The board is made by 
photo -copying pages 6, 8, 10, 11, and 
12. Next clip out the charts and place 



all of them on one 8 1/2 x. 11 inch sheet 
which is then phoLo- copied. 

The playing pieces are stored in two 
plastic boxes. The boxes should have 
18 compartments each. Label the 
compartments as in figure 1. 

To assist in computations of combat 
factors (CF) vs supply factors prepare 
a supply chart on an 8 1/2 x 11 inch 
sheet. (See fig. 2) The supply chart 
indicates the maximum available CF 
and their supply requirements. To get 
exact figures subtract the eliminated 
units CF from the totals for that turn. 
Note: FTR units are not added to the 
offensive totals, but are included in 
supply. BRKTH units are computed at 
their defense factor for supply purposes. 
Reinforcements are assumed to be air 
force units. They are not added to the 
offensive total because they might be 
FTRs, 

All mathematical data can be ex- 
pressed as covering three areas. These 
are: combat factors, strategic location, 



and supply. An operations chart can be 
made covering these and other areas of 
importance. (See fig. 3). The chart 
is mounted on masonite and covered 
with plexiglass. Sine 8 1/Z x 14 1/2 
inches. 

Section I indicates comparative at- 
tack factors for all units and the total 
factors on the board. (BRKTH are in- 
cluded in the Armored column. FTRS 
are not included in the total due to their 
non-offensive nature. ) 

Section II indicates CF in strategic 
locations. This is highly important 
due to the extensive time-distance fac- 
tor in Blitzkrieg. 

Section III indicates available supply 
factors. The total needed is computed 
in the fallowing manner: 

S MA - B) (C - D) 
or 

S - (A C> - (B D) 

S = total supply factors needed 

A « total attack factors on board 
(less FTRs) 
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B = Aircraft factors on board (FTRs 

included) 
C - attack factors in desert 

D » total defense fat-tors of BRKTK 
on board 

Once these simple equations are un- 
derstood their use will become almost 
automatic. 

Section IV is a check list to avoid a 
catastrophe due to your overlooking 
some detail. Each box must be con- 
sidered for your opponent's army as 
well as your own. I recommend filling 
in all data at the end of your opponent's 
turn. Any changes occurring during 
your turn or your opponent's next turn 
are entered in small digits in. the corn- 
er of the appropriate box. 

Even though it is assumed that the 
tactical potential of each army is ob- 
vious to both players, I use Neuchess 
pawns to mark areas to be attacked or 
defended, and nuclear squares. These 
pawns are placed and removed during 
my turn. 

When playing by mail we find that 
AH has prepared a 'charts board 1 and 
that we have an opportunity to use Neu- 
chess pawns, map flags, and wax pen- 
cils for noting important positions. 
After several modifications my system 
finally looks like this. 

The Blitz board has a plexiglass 
sheet over it. Both the board and the 



What Next? 



plastic cover are mounted on a light 
wood base, All play is as usual. How- 
ever, the special markers can be used 
for; location and range of aircraft, 
areas to be attacked, location of stra- 
tegic defense units, turn -by -turn move- 
ment of specific units or groups, maxi- 
mum range of specific units, invaded 
beaches, etc. 

The particular choice of marker for 
any specific notation is up to you. I 
use the pawns far noting enemy aircraft 
location and defense units of both arm- 
ies. The map-flags are used for enemy 
reinforcement units, my BRKTH units, 
and my attack groups. The wax pencils 
indicate the movement and strength 
(CF) of enemy groups, the projected 
advances of my army, and beaches in- 
vaded by each player. 

Remember that all the materials 
mentioned are only 'aids' for your com- 
mand decisions. Don't make the mis- 
take of allowing them to dictate a de- 
cision. The system described herein 
has- always been used to supplement a 
written operational plan. I've won 
every game of Blitz-by-mail in which 
I've used the system. It would be chal- 
lenging to play an individual or club 
which also utilized this or a similar 
system. 

For mure details or comments please 
write: Ted Pittman, 2-10 27th Ave,, 
Astoria, New York 11 102. 



Destroyers at Midway 



by Steve Mars ton 

In the Jan. '67 issue, Richard 
G utenkun st 's article on "Gross Injustice 
to Submarines", told of a way to put 
submarines in Midway. I have found a 
way to add destroyers to the game. 

First, take a mess of blank counters 
from the box. Then select three blue 
counters from the pieces you have next 
to you, and label them DesDiv 1, Z and 
6. (DesDiv stands for Destroyer Divi- 
sion). The factors (surface- and screen- 
ing) are determined by the amount of 
hits needed to destroy the entire divi- 
sion. Example; DesDiv 1 requires 4 
hits to sink it, so it has defense factors 
of 4-4. 



DesDiv 1 



DesDiv 2 j" I I I I || 4 
DesDiv 6 I I I | I I 4 

Now, take 8 red counters and label 
them DesDiv 2, 4, 8, 10, 11, 9, 17 and 19. 

On the hit record pad, credit Des- 
Div 2 with four hits, 4 with four hits, 
8 with two hits, 9 with three hits, 10 
with three hits, 11 with four, 17 with 



four, and 19 with four hits. Every Jap 
destroyer division, when destroyed, is 
worth three victory points. 

All American destroyer s are present 
at start, but on the Jap side, only divi- 
sions 4, 10 and 17 appear at start. Des- 
Div 8 comes in with Mogairii, Suzuya, 
Kumano, and Mikuma, 

The next batch of Jap destroyers 
comes in with the Kongo-Hiei-Zuiho 
group. These are the 2nd and 9th divi- 
sions. The last group of destroyers 
appears with the main body, the Yamato- 
Mutsu-Nagato group. These last "cans" 
are the 11th and 19th divisions. 

Naturally, there must be a different 
way to record battle damage. Each 
little square in the destroyers hit re- 
cord section represents 1 destroyer. 
Hence, if one hit is registered, one 
destroyer is sunk. Since a destroyer 
is sunk, naturally firepower is de- 
creased, so, say if DesDiv 2 uf blue 
sustained one hit, it has thTee destroy- 
ers left, so it now has defense factors 
of 3-3. 

Comments should be sent to; Steve 
Marston, 1256 Lisa Ann Dr., Akron, 
Ohio 44313. 
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Vary 
Your Play 

By M. W. Leach 

In past issues, the General has pub- 
lished many "perfect plans. I1 These 
are usually given for the defense in D- 
Day or Stalingrad, but there is scarcely 
one side in any A. H. game for which a 
"best strategy" has not been claimed. 
Such plans, however, further a rigid 
style of play that can only have unfor- 
tunate results, and ignore entirely 
variables dnc to individual opponents. 
This is particularly important because 
most wargamers meet on at least a 
semi-regular basis: the play-by-mail 
contest with a total stranger is the ex- 
ception rather than the rule. 

For example, I have one friend who 
is a religious devotee of the German 
General Staff. In every game of Stalin- 
grad, he uses a plan like "Moscnw at 
3 to I" (July '66 General). If the area 
north of the Pripet Marshes is heavily 
defended, his attitude is "so much the 
better," i.e. , more Russian units can 
be eliminated early. After he loses 
(he always does, even though we use 
automatic victory rule), he is too con- 
cerned over finding the tactical turning 
points to realize that his failure was 
not in execution but in design. With the 
knowledge that he will strike for Mos- 
cow, I can leave my South and South- 
western Fronts weaker than an ordinary 
"perfect plan' T would dictate, and mass 
my main force on the Neumas. 

Being alert to certain excentricities 
of an opponent can be most advantageous. 
As the German in D-Day, you may re- 
call that an Allied player favors a par- 
ticular invasion area. If so, you can 
rearrange a few units in your defense, 
leaving that beach looking fairly weak, 
but having enough armor within 1 turn 
to offer excellent prospects of crushing 
the invasion in the first week. 

Likewise, you can turn a computeriz- 
ed opponent's "perfect" placement into 
a disaster for him. Every defense has 
its weaker points, and a period of study 
and experimentation the day before a 
game should locate them, If you are 
also acquainted, from past experience, 
with his plans for withdrawal after the 
first turn, you have greatly increased 
your chances of winning.' The study of 
your opponent's methods and the adjust- 
ment of your own offense or defense ac- 
cordingly can he a decisive factor. 
WARNING: Do not go overboard by, for 
instance, leaving the Prutt River line 
with a skeleton force to oppose the 
General Staff advocate mentioned above. 
There is a first time for everything, 
and if he decides to attack there, the 
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results could be very unpleasant. If 
this does happen, you must revise your 
analysis of this man's play (to say noth- 
ing of your defense) very rapidly. 

Analyzing your opponent need not 
stop at the strategic level. In Stalin- 
grad again, if you are facing a German 
who you have never known to attack at 
2 to I, you may decide to leave Lennin- 
grad with fewer units, and employ the 
reserves in a counterattack at Moscow. 
In another instance you, as the German 
in Bulge, may be opposing an American 
who likes to counterattack at every 
possible opportunity. Knowing this, 
yuu can lure him into a trap which hope- 
fully will leave the enemy with far fewer 
troops left to defend vital areas. 

While observing the excentricities of 
prospective opponents, it would be wise 
to improve your Own game by eliminat- 
ing your bad habits. Everyone will, and 
should, develop a style of play, but that 
style should never become rigid. Even 
if you do not like 2 to 1 attacks, try one 
when an A* Eliminated cannot do too 
much damage. If you keep your oppo- 
nents guessing, you will benefit later 



in the game, and in further games; but 
if you refuse to ever make such attacks, 
a competent enemy will soon realize 
and Lake advantage of the fact. Like- 
wise, an occasional raid or counter- 
attacks A.K., D-Day, Bulge, or Stalin- 
grad, will force the attacker to devute 
more troops to his own defense and 
security forces. 

Finally, vary your general plan from 
game to game. Do not use the same 
"perfect plan" defense all the time. 
Try a sneak attack with the Japanese 
on Midway at the end of the first day, 
or sortie with most of the French Army 
down the road towards Tilly, or, as 
German in Jutland, try an attack on the 
main British Fleet for a start instead 
of on the Battle cruiser force. Most of 
the time, of course, you should not do 
these things, but. to increase your 
chances for success in the long run, 
you must study your opponents ' methods 
and vary your own style enough to keep 
them from anticipating your plana. 
Michael W. Leach, 9941 Harnew Road 
West, Oak Lawn, Illinois. 
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Burn Those 



PBM Hidden Movement 
via Cryptogram 



By Albert J. Micek 

Both Capt. Mike Frankwics and Boyd 
Benson in their articles in. recent is- 
sues have pointed out that introducing 
hidden movement into more Avalon Hill 
games, especially games by mail, 
would enhance the realism and enjoya- 
bility of these games. In the January- 
February issue of THE GENERAL Boyd 
Benson and Lee Trowbridge in separate 
articles described methods for handling 
hidden movement in a PBM game. Both 
writers emphasized that the chief draw- 
back of their systems was the require- 
ment for honest, opponents. 

The best PBM system for hidden 
movement would be one that could be 
used between enemies in a grudge match 
for high stakes. Such a system would 
have to meet two requirements. 

1 . The player sending a move com- 
mits himself irrevocably to a given 
move. 

2. The player receiving the move 
cannot find out what the move is until 
his opponent tells him. 

In the January-February issue, Lee 
Trowbridge's method met the first 
criterion but. failed to meet the second; 
Boyd Benson's technique met the second 
standard, but not the first. 

This series of articles describes a 
method of hidden moves which meets 
both of the conditions stated above. 



THE BASIC IDEA: CRYPTOGRAM 

The heart of the procedure is a 
simple cryptogram. A player will send 
the location of his hidden units in cipher. 
For example, his opponent receives the 
news that the location of the first infan- 
try unit is "LABI". Later the receiver 
would also get the information that the 
key word far the first infantry's move- 
ments has been "blacksmith". "Black- 
smith" is a ten letter word with no re- 
peats. The following display illustrates 
the use of a key word, 

BLACKSMITH 
12 3 4567890 

By performing the substitution im- 
plied above, the recipient can convert 
LABI to 2318, Now if the game in ques- 
tion uses numerical coordinates, as 
does TACTICS II, then the interpreta- 
tion is that the first infantry is on 
square Z3, 18. If the game uses alpha- 
betical and numerical coordinates, as 
does GUADALCANAL, the interpretation 
is that the first infantry is on space 
W-18. The conversion from "23" to 
"W" is a straightforward conversion 
from number to corresponding letter 
in alphabetical order. 

LEADING ZEROS 

The first thing to consider in apply- 
ing this idea to Avalon Hill games is 



By Richard C. Giberson 
An aspect of war that has not yet 
been incorporated in AH's land battle 
game 6 is the destruction of bridges (i.e. , 
those squares where roads cross rivers). 
While it is true that the delays caused 
by bridge destruction in modern warfare 
are relatively slight--it was not always 
so. In fact as recently as the Battle of 
the Bulge we find the German timetable 
quite concerned with getting across 
Certain bridges. The following rules 
are proposed with Bulge primarily in 
mind; however, extension to other games 
it obvious. 

1. Any unit may destroy a bridge 
by passing over the bridge in question. 
Limitations; No bridges can be destroy- 
ed that are within two squares of an 
enemy unit. 

2. A destroyed bridge square is 
treated as a normal river square until 
the bridge is rebuilt. Thus the road in 
question cannot be used for supply, 

3. A bridge is rebuilt by occupying 
the bridge square for three (3) turns. 
Only armor reserve (American) and 
panzer grenadier (German) can be used 
to rebuild bridges. 

4. Bridge squares, that are also 
city squares, cannot be destroyed. 

This should give the German Bulge 
player a little challenge if the American 
remembers to "burn his bridges behind 
him. " 

Com(ments) (plaints) to Richard C. 
Giberson, 1422 Agnes, Richland, Wash- 
ington 99352. 

the question of format. On the assump- 
tion that no game has more than 99 
spaces in one direction, the largest 
number required to describe a space 
would he four digits long (for example. 
9999). The first rule we would make 
for writing Incations is that the small- 
est number should also take a total of 
four digits. This prevents the number 
of digits from being a clue to a unit's 
location. Thus the coordinate 1, 1 
would be thought of as 01, 01. If the 
first two digits are always understood 
to refer to one direction and the second 
two are always understood to refer to 
the second direction, there is no need 
for a comma in the format. 

ALPHABETICAL COORDINATES 

Most Avalon Hill games use letters 
and numbers as coordinates. This can 
be accommodated, as seen before, by 
converting letters to numbers. A is 1, 
B is 2, Z is 26, AA is 27, BB is 28; 
ZZ is 52, and AAA is 53. The first two 
numbers will be understood to refer to 
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the alphabetical portion of a space's 
designation. 

EXAMPLES 

The following table shows the IhTee 
steps involved inarriving at the crypto- 
gram location for a unit. It is a good 
idea, to arrive at the designation for the 
Encoded location in two distinct steps 
as illustrated. 



games, use a written out display of the 
full alphabet on out to DDDD if neces- 
sary. Write the corresponding number 
clearly alongside of each letter. 

In the next section of this article, 
there will be a discussion of the ways 
in which hard-working, dishonest play- 
ers might keep this cryptogram method 
from meeting the two conditions given 
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at the beginning of the article. Ways 
to forestall this cheating will be ex- 
plained and incorporated into a proposed 
set of mles for this method of hidden 
movement in PBM. 

Please withhold your comments until 
both installments have been published. 
Many of the weaknesses that now appear 
to be in the proposed system will be 
covered next time. 



OCATION 


CIPHER 


ENCODED 




FORMAT 


LOCATION 


31,45 


3145 


ABCK 


6,30 


0630 


HSAH 


LZ2 


1222 


BLLL 


AA16 


2716 


LMBS 


D8 


0408 


HCHI 


BBB29 


5429 


KCLT 



All of the above locations are coded 
with the key word "blacksmith. " 

This explanation of the me.cha.nics of 
the cryptogram system will conclude 
with an example of decoding. A player 
who receives the word that his oppo- 
nent's first infantry is on TSHB and the 
second infantry on CSKL may guess 
that the key word is "blacksmith. " On 
a subsequent move he may find out that 
his opponent's first infantry is onTHTE 
and the second infantry is on CRKD. 
This will not only make him realize that 
"blacksmith" cannot be the key word 
for either unit, but that there are very 
likely two key words involved, since 

the ten letters accounted for in the two 

■ 

moves include only one vowel. The 
moves are given for the two units for a 
series of four hidden moves. After 
finding out that the key word for the 
first infantry is "thumbscrew" and the 
word for the second infantry is "rock 
island, " the receiver of the moves can 
decode them as illustrated. 



UNIT FIRST MOVE 


SECOND MOVE 


1st 


TSHB 


THTE 


2nd 


CSKL 


CRKD 


1st 


1625 


1219 


2nd 


3647 


3140 


1st 


P25 


K19 


2nd 


JJ45 


EE40 


THIRD MOVE FOURTH MOVE 


WCTU 




WCTR 


OIDN 




OARK 


0713 




0718 


2509 




2814 


G13 




G18 


Y9 




HB14 



In going through the processes of 
encoding and decoding, the best thing 
to do is be neat and mechanical, if you 
are going to convert between alphabet 
and numeral, as you must in most 



How to Capture Antwerp 
Without Really Trying 



by John Edward Lindrc-s 

Many authors have successfully iso- 
lated the essence of German tactics 
with relation to wargaming. Schwcr- 
punkt, aufrollen, all have become com- 
mon terms in recent articles. However, 
all these articles have one flaw in com- 
mon. The fact is that every German 
offensive used these tactics only after 
a meticulously planned opening opera- 
tion designed to accentuate enemy weak- 
nesses and exaggerate German 
strengths. Battle of the Bulge , with all 
tournament and optional rules except 
one way traffic and weather, provides 
the best opportunity of all the game for 
putting a high level of planning into the 
opening. 

In planning the offense terrain, de- 
position of enemy troops, and move- 
ment-after -combat rules must be con- 
sidered. On terrain, it is obvious that 
four axes of advance exist; the St. Vith 
to Vielsalm road, the St. Vith to Houf- 
falize road, the Clervaux-WUtz to Bas- 
togne roads and the Diekirch to Marte- 
lange road. All must be exploited to 
the maximum. Considering enemy de- 
positions, two American weaknesses 
are apparent: there is only one unsur- 
roundable Ami unit between Eleenborn 
and Clervaux, the 106/424. Second, 
lateral movement can be prevented by 
attacking and blocking units on the 
flanks, and by interdicting the trans- 
verse roads. Concerning movement- 
after-combat rules, proper German 
depositions and moderate luck allow 
the Elsenborn to St. Vith road and the 
Clervaux to Bastogne road to be inter- 
dicted and/or occupied. Finally, the 
rules limit us to ten attacks. 

The German opening move is as fol- 
lows* 



167/Div--VV30 
2 Pz/17--Vianden 
340/Div--PP26 
ZPz/7,8--0022 
79/153--SS15 
18/36— UU11 
62/124 — TT9 
352/Div— UU30 
ll6P2/406--Vianden 



3/AB,Div--0026 
150/Bgd. --0022 
79/154--TT15 
26/Div— UU11 
9SS/18, 19--SS8 
560/915— SS8 
2l6/Div--TT30 



12/24— Vianden 

12/23--PP24 

ll6Pz/il2--PP19 

326/Div--TT15 

9SS/10--TT11 

ISS/Div— SS7 

560/916--SS6 

5/AB.Div. --RR28 



LEHR/Div. — PP27 
116Pz/310 — 0023 
277/Div--SS15 
18/35--UU13 
6Z/123--TT11 



The battles should be rolled as fol- 
lows; attack 4/12 and 4/16 at 1-2, and 
attack 4/8 at 2-1. 9/CCR is attacked 
at 8-1. 28/109 is hit at 6-1. Here the 
advance is most important. If the re- 
sults are "attacker advance "4" or "3", 
retreat the 28/109 into Clervaux, and 
advance the Lehr Division to LI 27 or 
MM27. This is legal, since Clervaux 
has no zone of control, and can be ad- 
vanced next to. The 150th Brigade 
column is in excellent position for a 
good advance on the second turn. The 
116 Pz. /312 cuts the lateral road, and 
can surround St. Vith an the second 
turn. Attack the 106/422 at 3-1, and 
don't advance if you win. NEXT, at- 
tack the 14th Arm. Cav. with the 9SS 
Panzer Grenadiers at 1-2. If you are 
retreated, point out to your trembling 
opponent that he must retreat you to 
the nearest road square, SS11, and 
head to Elsenborn at the RR12 junction. 
Note how the fact that a fortress doesn't 
have a zone of control is again a great 
help. If you have destroyed the unit, 
don't exactly cry over it. NOW attack 
the 106/423 at 2-1. The 62/123 pre- 
vents it from escaping no matter what 
happens. Finally, attack the 99/393 and 

the 99/395 at 1-2, the 99/361 at 5-1, 
and the 2/38 and the 2/23 at 1-3. Re- 
treat the 99/361 toward Monschau, and 
occupy its position with the 1st SS Pan- 
zer Division. Now look at the situation. 
Part, perhaps all of the 4th Div. is 
engaged, and the road probably cut. 
9/CCR has an excellent chance of elim- 
ination. You have a 1/3 chance to be 
behind the Ami lines at Clervaux, with 
pressure on the St. Vith-Houffalize and 
Vielsalm roads. The 106th Div. is ef- 
fectively 2/3rds eliminated. The 14th 
Arm. Cav. is isolated or destroyed. 
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Part, perhaps all of the 99th Dtv. , and 
all of the 2nd Division are trapped. You 
will find that the American will often 
be unable to spare a unit to build a for- 
tress in Bastogne, and capture by the 
4th turn will not be uncommon. Now 
you can begin your aufrollen and deep 
flanking maneuver, and with a little 
luck, can Present the Fuehrer with his 
Christmas Present. All comments 
should be sent to me at 37 Ford Ave., 
Fords, N. J. 08863, 



By Michael Whinihan and Larry Hunt 

We are going to introduce here a 
concept, a technique for analyzing 
battles, which we call 'armored fac- 
tors'. We are going to apply this con- 
cept strictly to Stalingrad in this arti- 
cle, but the method can be applied 
equally well in other Avalon Hill war 
games, for example Bulge. 

Ah we all well know, the basis of 
the German army is the infantry, the 
4-4-4's, Besides these, he has several 
lighter units, the Finns, Roumanians, 
etc., and eighteen heavier units. These 
heavier units are the eight 5-5-4's, 
and the ten heavy armor units, the 
four 6-6-6'b, the two 7-7-6's and the 
four 8-8-6's. It is these heavier units 
that do most of the work in attacks, 
and which we will be concerned with in 
this article. 

We have noticed in in- per son games 
that the beginner, and even the experi- 
enced player, takes much too long to 
analyze his German moves. This is 
mainly caused by his inability to swiftly 
calculate the division of his armor in 
his attacks. We attempt here to show 
a method by which any German can 
quickly analyse his attacks by using the 
concept we have labeled 'armored fac- 
tors'. 

We assign to each unit a certain 
number of armored factors, according 
to its attack strength, just as it has 
assigned to it an attack factor. This 
number is determined by subtracting 
four from the attack factor of the unit. 
Thus a 5-5-4 has one armored factor, 
a 6-6-6 has two, etc. How does this 
help us? You ask. 

Well, by using the following pro- 
cedure we can analyze a battle much 
more quickly. First we calculate how 
many factors are needed to form the 
attack. Then we determine the num- 
ber of extra factors which would be 
needed if we were to form the attack 
entirely with 4's. This number of 
extra factors is the number of armor- 
ed factors needed to form the attack, 



and all we need do is add units in the 
attack whose combined armored factors 
totals the number previously arrived 
at. 

Let us examine a simple battle ana- 
lyzed by means of armored factors. 
Assume that your opponent has been 
foolish enough to leave two b -7 -4's in 
S-18. Since we have three squares 
from which to attack this combination, 
we are able to use nine units, But one 
of these units must sacrifice to one of 
the sevens. So we can use only eight 
units to attack the Other seven. To get 
a three-to-one against it, wc need 42 
factors. (It is doubledacross the river). 
If we were to use only 4's in the attack, 
that would be only 32 factors. So we 
need an additional 10 factors; that is, 
we need units totaling 10 armored fac- 
tors. So in place of all fours, we use, 
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perhaps, two 8-8-6's and a 6-6-6', 
which together total 1 Oarmoredfactors. 
Then to finish out the battle, we fill in 
the other six units by 4's, (These ten 
armored factors could just as easily 
have been a 7-7-6 and seven 5-5-4' s or 
any oLher combination of units totaling 
10 armored factors as long as the re- 
maining space was filled with 4's(. 

If the above method is learned and 
applied to a few attacks, it soon be- 
comes obvious that time is saved and 
the difficulty of analyzing an attack is 
much lessened when armored factors 
are used. At the outset it may seem 
an unnecessary complication, but a 
little practice in the use of this techni- 
que, shows just how worthwhile the 
initial difficulty is. Send comments to 
Mike Whinihan and Larry Hunt, Win- 
throp H31, Cambridge, Mass. 02138. 



Blitzkrieg For the 

Really Depraved 



by Eric Shimer 

Among the optional rules in BLITZ- 
KRIEG is provision for nuclear war, 
but, surprisingly, there is no mention 
of the other two elements of contempo- 
rary total war, chemical and bacterio- 
logical warfare. If a country will use 
atomic weapons, considered the ulti- 
mate in destruction, will it hesitate to 
use CW or BW ? 1 doubt it. So, for the 
more depraved AH players, or those 
who just disregard the Geneva Conven- 
tion, 1 offer the following rules to bring 
CW and BW into play. 

Chemical Warfare 

1. Each side may attack one space per 
turn with poison gas, CW attacks may 
not be accumulated. 

2. The attack may be made by any one 
factor of either BRKTH, TAG or MDM. 

3. During an effective gas attack (roll 
1-3 on CW chart) any defending units 
lose 2 BTAs from their movement fac- 
tors for one complete turn, 

4. Replacements and reinforcements 
may not be brought into play in cities 
suffering from the effects of gas attack. 

5. Gas attacks may be made strategi- 
cally. Retreats through an effectively 
attacked space cost one factor from 
each retreated unit. 

6. Strategic attack also applies to 
cities and troops in cities. Ungarri- 
soned cities under gas attack suffer 
damage according to the CW city attack 
chart. The roll for troop attrition also 
applies to garrisoned-city supply reduc- 
tion. 



Roll 



Effect on Troops 



1 Defender loses 1/2 of factors: 

remaining units lose Z BTA for 

1 turn. 
Z Defender loses 1/4 of factors; 

remaining units lose 2 BTA for 

1 turn, 

3 Defender loses 2 of factors; 
remaining units lose 1 BTA for 
1 turn, 

4 Defender loses 1. 
5-6 Mo effect. 



Roll 



Effect on Cities 



1 Supply capacity reduced by 4 

for 4 turns, 
Z Supply capacity reduced by 3 

for 3 turns. 

3 Supply capacity reduced by Z 
for 3 tarns. 

4 Supply capacity reduced by 2 
for 2 turns. 

5-6 No effect. 

Bacteriological Warfare 

1. Each army may make one BW attack 
per turn. BW attacks may not be ac- 
cumulated. 

2. Any one factor of TAC, MDM, or 
SAC may deliver a BW attack. 

3. Units passing through contaminated 
units or coming into contact with con- 
taminated units roll the die for the BW 
table to determine their fate. The ef- 
fects of contagion last for 2 complete 
turns. 
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4. Units iti spaces adjacent to the unit(s) 
attacked by BW, at the time of the strike 
roli the die on the BW table to deter- 
mine their status only if they first roll 
a 1-3. If the preliminary roll is 4-6, 
the adjacent units may move out of 
danger during their turns. 

5. BW attack on cities and/or garri- 
sons is similar to that for GW, 



Roll 



Effect on Cities 



Roll 



Effect on Troops 



1* Def. loses 3/4 factors; remain- 
der immobile & cannot attack 
until contagion gone. 

2# Def, loses 1/2 factors] remain- 
der immobile fa cannot attack 
until contagion gone. 

3* Def. loses Z factors; remainder 
reduced 1/2 BTAs for 2 turns & 
can attack. 

4* Def. Loses 1 factor; remainder 
reduced 1/2 BTAs for 2 turns & 
can attack. 

5 Def. loses 1 factor ; no contagion. 

6 No effect. 



by Geoff Burkman 

People have complained about Get- 
tysburg, "Too simple", they say. "Not 
enough units", they yell, "and we want 
more complexity." The easiest way is 
to break down the various divisions 
and brigades even further, . . all the way 
to companies! Here is the Confederate 
organization: 

First Corps : 

McLaw's Div, 

Kershaw: 2, 5, 7, 8, 15 SC; 3 SC Bn 
Semmes; 10, 50, 51, 53 Ga 
Barksdale; 1 3, 17, 18, 21 Miss 
Wofford: 16,18,24 Ga; Cobb's Le- 
gion; Phillip's Lieg. 

Pickett's Div. 

Garnett: 8, 18, 19, 28, 56 Va 
Armistead: 9. 14, 38, 53. 57 Va 
Kemper: 1, 3, 7, 1 1, 24 Va 

Hood's Div. 

Law: 4, 15,44,47,48 Ala 
Anderson: 7, 8, 9, 1 1 , 59 Ga 
Robertson: 3 Ark; 1,4,5 Tex 
Benning: 2, 15, 17, 20 Ga 

Second Corps : 

Early's Div. 

Hays: 5, 6, 7, 8„ 9 La 
Hoke: 6, 21, 57 NC 
W.Smith: 31,49,52 Va 
Gordon: 13, 26, 31 , 38. 60, 6l Ga 

Johnson's Div. 

Steuart: 1 Md Bn; 1, 3 NC; 10, 23. 37 

Va 
Nicholls: 1, 2, 10, 14, 15 La 
Stonewall: 2, 4, 5, 27, 33 Va 
Jones: 21, 25, 42, 44, 48, 50 Va 



1** Supply capacity reduced to for 

4 turns. 
2** Supply capacity reduced to 2 for 

4 turns. 
3** Supply capacity reduced to 4 for 

3 turns. 
4** Supply capacity reduced to 4 for 

2 turns. 

5 Supply capacity reduced to 6 for 
2 turns. 

6 No effect. 



^Contagious disease; effects last 2 

turns, 

**Effect of contagion lasts until supply 

capacity fully restored. 

CW and BW attacks may be made 
concurrently with either strategic or 
nuclear bombing. In this case the at- 
tacker secretly records which units 
are making which kind of attack; the 
defender intercepts, and surviving at- 
tackers close for their attacks. 



Kode's Div. 

Danial: 32, 43, 45, 53 Va; 2 NC Bn 

Iverson: 5, 12, 20, 23 NC 

Doles: 4, 12, 21,44 Ga 

Ramseur; 2. 4, 14, 30 NC 

O'Neal: 3, 5, 6, 12, 26 Ala 
Third Corps : 
Anderson's Div. 



Wilcox: 8, 9, 10, 11, 14 Ala 
Mahone: 6. 12, 16, 41 , 61 Va 
Wright: 3, 22, 48 Ga; 2 Ga Bn 
Perry: 2, 5, 8 FLa 
Posey: 12, 16, 19, 48 Miss 
Heth's Div. 

Pettigrcw: 11, 26,47, 52 NC 
Brockenbrough: 40, 47, 55, 22 Bn Va 
Archer: 13 Ala: 5 Ala Bn; 1,7,14 

Tenn 
J.R. Davis: 2,11,42 Miss; 55 NC 



Pender's Div. 



Perrin: 1 SC; 1 SC Rifles; 12.13,14 

SC 
Lane: 7, 8. 28, 33, 37 NC 
Thomas: 14, 35, 45, 49 Ga 
Scales: 13, 16, 22, 34, 38 NC 

Cavalry 

Fitz Lee: 1 Md Bn;l,2, 3,4, 5 Va 
Hampton: I NC; 1, 2 SC; Cobb's Le- 
gion, Jeff Davis Leg., Phillip's Leg. 
W. H.F.Lee: 2 NC; 9, 10, 13 Va 
Jenkins: 14, 16, 17 Va; 34, 36 Va Bn 
Robertson: 4, 5 NC 
Jones: 6, 7, 1 1 Va; 35 Va Bn 
Imboden's Command: 18 Va Cav; 62 
VaMtd Rifles; Va Partisan Rangers 

Key: Bn-battalion, Md-Maryland, Mtd- 

mounted. Leg. -legion. 
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Union Organisation : 

First Corps : 
Wadsworth's Division; 

Meredith-19Ind; 24 Mich; 2, 6, 7 Wis 

Cutler T 7Ind;76, 84,95, 147NY, 56 Pa 
Rob inson 'a Division: 

Paul-l6Mc; 13 Mass;94, 104 NY; 107 
Pa 

Baxter- 12 Mass; 83, 9? NY; 11,88,90 

Pa 
Doubleday's Division : 

Biddle-80NY; 121, 142, 151 Pa 

Stone-143, 149, 150 Pa 

Standard- 1 2, 13, 14, 15, 16 vt 
Second Corps : 
Caldwell's Division : 

Cross-5NH; 61 NY; 81, 148 Pa 

Kelly-28Mass; 63,69, 88 NY; 116 Pa 

Zook-52, 57.66NY; 140 Pa 

Brooke -27 Conn; 2Del;64NY; 53, 145 
Pa 
Gibbon's Division; 

Harrow-19Me; 15 Mass; 1 Minn; 82 
NY 

Webb-69,71,72, 106 Pa 

Hall-19, 20 Mass; 7 Mich; 42, 59 NY 
Hays' Division ; 

Carroll- 14 Ind; 4, 8 Ohio; 7 WVa 

Smyth-14Conn; IDel; 12NJ; 10, 108 
NY 

Willard-11, 39, 125, 126 NY 
Third Corps : 
Birney's Division: 

Graham-57, 63, 68. 105, 114, 141 Fa 

Ward-20Ind; 3,4 Me; 86, 124 NY; 99 
Pa; 1, 2 US SS 

de Trobriand-17 Me; 3. 5 Mich; 40 
NY; 110 Pa 
Humphreys' Division: 

Carr-1, 11, l6Mass; 12 NH; 11 NJ; 
26,84 Pa 

Brewster-70, 71, 72, 73. 74, 120 NY 

Burling-Z NH; 5, 6, 7 NJ; 115 Pa 
Fifth Corps ; 
Barnes' Division: 

Tilton-18, 22 Mass; 1 Mich; 118 Pa 

Sweitzer-9, 32Mass; 4 Mich 62 Pa 

Vincent- 20 Me; 16 Mich; 44 NY; 83 
Fa 

Ayres' Division ; 

Day-3,4,6, 12, 14 US 
Burbatik-2, 7, 10, H, 17 US 
Weed-140, 146 NY; 91, 155 Pa 

Crawford's Division : 

McCandless-1, 2, 6, 13 Pa Res 
Fisher-5, 9. 10, 11,12 Pa Res 

Sixth Corps : 

Wright's Division: 

Torbert-1, 2, 3, 15 NJ 
Bartlett-5 Me; 121 NY; 95, 96 Pa 
Russell-6Me; 49, 119 Pa; 5 Wis 

Howe's Division ; 

Grant-2, 3,4, 5,6 Vt 

Neill-7 Me; 33, 43, 49, 77 NY; 61 Pa 

Newton's Division : 

Shaler-65,67. 122NY; 23, 82Pa 
Eustis-7, 10, 37MaB6; 2 RI 
Wheaton-62NY;93,98, 102, 139 Pa 

(Continued on Page 14) 
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Winners-Contest #21 



Coming closest to throwing up per- 
fect defenses against the calls of Quart- 
erback Johnny Delightas were the fol- 
lowing subscribers: 
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OPPONENTS WANTED ADVERTISEMENT 

Please print or type your advertisement on the spaces provided below, maximum 
(including your name and address) 35 words per ad. 



1. David Bush, Wellsville, Ohio, 

2. Lois Buhler, Harrison, New York. 

3. Tim Fuchs, Toledo, Ohio, 

4. Richard Citti, Rockville Center, 
New York. 

5. Eric C. Erickson, Lancaster, 
California. 

6. Michael Carr, St. Paul, Minne- 
sota. 

7. David Swingle, Santa Ana, Cali- 
fornia. 

8. Read Boles, St. Louis, Missouri. 

9. Michael Zoleski, Huntington, New 
York. 

10. Antonio Leal, Washington, D.C. 

A free Avalon Hill game has been 
sent to each of these winners. 



Don't forget to vote on what are the 
three best articles of this issue... re- 
cord your votes where provided on the 
Contest Entry blank. 



Subscriber Discount... 

The Coupon shown below is for the bene- 
fit of the full-year subscriber. As soon 
as you have accumulated 4 such cou- 
pons, 1 each from this and succeeding 
issues, yon are entitled to a $ 1 , 00 dis- 
count applied to the purchase of any 
Avalon Hill games, parts, play-by- 
mail equipment and the General, 
Here's how it works 

Edch coupon is worth 25y. But one 
coupon alone does not entitle you to a 
25f credit. You must accumulate 4 
different coupons before taking advant- 
age of the $1.00 credit. When you have 
accumulated 4 coupons, then you clip 
them all together and send them in with 
your order for an Avalon Hill game. 
When ordering in this manner, you 
simply send us a check or money-order 
for $1 . 00 loss than the usual retail value 
of the game. 
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25^ 25^ 

SAVE THIS COUPON 

GOOD TOWARD THE PURCHASE £ 
OF ALL AVALON HILL 
PRODUCTS 

N0V-DEC 1967 
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All ads arc inserted as a free service to full-year subscribers. Only one ad per 
subscriber per issue is allowed. Ads will not be repeated from issue to issue, 
however, subscribers may re-submit the same ad, or new ads, for each succeeding 
issue. Ads received after the 15th of the month preceding publication will appear 
in the following issue. No ads will be accepted unless printed on this form. 

CONTEST NO. 22 



From out of the past we salute his- 
tory's great military units. We have 
listed a random sampling of regiments, 
brigades, divisions, etal, for you to 
place in their proper historical setting. 
Beside each unit in Group (A) simply 
write the name of the game to which 
they belong. Under each unit in Group 
(B) complete the missing information 
that is printed on the matching die-cut 
troop counter. For example; under 
201st Armored Brigade you would write 
in "Z", which is the number missing 
representing its combat factor as found 
in Blitzkrieg, 



Ten contestants who submit perfect, 
or near perfect, ENTRY blanks will be 
awarded free Avalon Hill games of their 
choice. Entries must be postmarked 
no later than December 10, I9&7. En- 
trants may Submitcopies or photostats - 
one to a subscriber, only. 

Vote for Best 3 Articles 

All entrants must list what they per- 
sonally feel are the three best articles 
in this issue. This selection has no 
bearing on the contest results, but en- 
tries not containing this information 
will be voided. 



GROUP (A) 
2-6 



4T4 

-Si* 
4-4 

[§■> 
5-54 



is 



a- 



2 2 6 







0-6 



GROUP (B) 
6 — 



B-C-SC 



If 4-2 



82 



Name 



0*? 



4-4 

m 
0-6 



Headlines of 3 Best Articles: 



Address_ 

City 



State 



Prize 
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Eleventh Corps: 
Barlow's Division : 

von Gilsa-41,54,68NY;15i Pa 

Amu s- 17 Conn; Z5.75, 107 Ohio 
von Stcinwehr's Division : 

Sosier-l 34, 153 NY; 27,73 Pa 

Smith-33Mass; 136 NY; 55, 75 Ohio 
Schurz 1 Division: 

Schimmelfenrung-82I11;45, 157 NY; 
61 Ohio; 74 Pa 

Krayzanowski-58. 119 NY; 82 Ohio, 
75 Pa, 26 Wis 
Twelfth Corps : 
Williams' Division: 

McDougall-5, ZOConn; 3 Md; 123, 
145 NY; 46 Pa 

l.ockwood-1 Md Potomac Home Brig; 
1 Md East Shore; 150 NY 

Kuger-27Ind; 2 Mass; 13 NJ; 107 NY; 
3 Wis 
Geary's Division ; 

Candy-29, 57, 66 Ohio, 28. 147 Pa 

Cobham-29, 109, HI Pa 

Greene-60, 7S, 102. 137, 149 NY 
Cavalry Corps : 
Buford's Division: 
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Gamble-H, 12, 111, 8 NY 
Dcvin-6,9 NY; 17 Pa; 1 WVa, 
Reserve Brigade-6 Pa;l, 2,5,6 US 
Gregg's Division : 

Mcintosh- 1 Md;Purnell Leg; 1 Mass; 

1 NJ; 1, 3 Pa 
Huey-2, 4 NY; 6 Ohio; 8 Pa 
J. Gregg-1 Me; 1 NY ; 4, 16 Pa 
Kilpatrick's Division : 

Farnsworth-5 NY; 18 Pa; 1 Vt; 

1 WVa 
Custer-1, 5, 6, 7 Mich 
Of course, with all these additional 
Units a complete re -as sesame tit of com- 
bat factors is necessary. But that's up 
to you, I suggest you assign a value of 
"1" to the smallest unit (company) and 
work up from there. Geoff Burkman, 
715 Myrtle Ave. , Terrace Park, Ohio 



Where Avalon Hill Games Are Available 



The following names of dealers sup- 
plement lists found in previous issues* 
These lists represent dealers who have 
stocked Avalon Hill games recently. If 



your favorite dealer has not yet been 
listed, drop us his name and address 
so that we may include him in the next 
issue. 



W*Lie4'i i ;■::,'■: -L 4 !t.: ■-■.-.■ , 

■ hi : Jcditv l-'"i'l 

[-'-.; I :'...i l:.., .-. i L :i;.:i 

It. Rich t Gcjuijjin* 
: i'j Uiiniirn Sirein 
£*■> Frdm.i>cij h Calif. MlQ-i 

Buildy Uruitn Tuyi 
l.Blil V .j, 1= C-v.j. 

E-tudioCit)-, c»iir. 

DirJiTTU Toy BHJU4 
1250 li :■■•-,■'.-», 

Walnut C r <r B |,, Calif. 

tfU&H Book Start 

Croasiuidr Bljo^ping CeuLnr 

The Fruited P«*e 
J0J5 Broadway 

BoulicT, G^levid* 80JO2 
The Printed Pane 
beui«iv ioigr»fl> a0 M>i 



l£i E. Piipa Pan* 
Uula ratio ::i>iinf*. Calf. 

Him KtT«*t 
H»*lf0rd r Conn 

lh# EdV. MiU*y Ca. 
± C fell-pen- St***r 
|ir" H-UfF,. GPItHr 

T#l* frj-Oj*rir[>a Carp 
IT Broi-dwiy 

Ni* Hi'-fn. Conr 

Sullivan's Taj Ihup 
J4I1 W|JL.CU»IB Avttua 

Wnthinclwi, D.C. 

Ttic "'5,-ru! [ i U:.,l- Cu. 
■M-\,f Al . i L.r-1 
144 Batmm SUed 
tmufcinSWl. England, 

ftttidley ElLTB Ltd, 
J'-'ii.'Q; Hi-Biri.t QIiocfI 
JLeqddn Wl. SnilMa. 

1.11m My Kauw 
I' :■ Bex ££40 
HoEwlnliL, Hawaii 9PH01 

VY, £. Jtead k Gorcitsinv 

104 Hi M^iu iilrnl 

Dloujunjg&jn. IllLnai* 

T.N.T. Stlm* 

124S5& rYciurn Ayi[>u< 

Blue t»l*rjd, Illinois A«4Dt 

■'■ L ■ ! '■- 

1 13 W. Pfcrk Axnj* 
Clmidjuimc llklnoia uLflii 



Ht-acL'd At fiiAntnaa'i Inc. 
£4 :fc,,,ii. W.baih M«au4 
'.;......., (UfiUtl 

Mar^LI Fl*Ld L Co. 
II! N, St*t* BIHCI 

Gh.ic»£n. llli.,(f :.i JiObID 

KuttBD ofScUnec b Iftdnitr-v 
57th Street V U I'-- MlaKVipn 

Kl'SBh It ETBQLiEo'a 

l'.-:s slurTiiii 
E^niian, lllrmi'a 

Mir+hil! FLflrJ fc Cn 
llflli JVhp-rm*n 



EHn EHyn Toy *» f.*rd .".hup 

4TA-7A Main SLrctL 

aien e-.ll v „ II! nj-.lt nf'i '7 

H« r '. Toy. 

ih ft M-n-1-.lal^ A». 
H*T3nrt»li"- Tllintil* 

La Ov«ltf* I T.-i ti b h Ccalar 
ll W- .".lL-i.1., : Avbuue- 
1,4 Gn'ign. I ll.r.'V.i 

Tun Awi'i jUlapOTU [b-.k 

UiiELniLrutb, Illiftfi* 

Ciuttub P'....- ;;..vn *, ■:"■.. 

124 fi.W. Ais iL :i, b'T. . I 
Pfu.U, Illlnoil 

1-. S- Ayr-4 (• CrjirT! puny 

lnil(i»n.Lfoli* b ti41«rt> 

Fbti J.a'ttwf.h-pwi-rtv Plf 

Blflfl. IM 

LflVfqWTlli. K«tiM- mAO^T 

OrT"» b Int. 

ii±t peril.* B..I 
WLCtlL'Z, Kinm 

W i X. Siiwirk 

Loui»wl1]». K*nTurVv 

HQCtalFhlJf] - Knhn C-n- 
HdwiTrf J. [j^tji^tLia Sta. 
BHumer*. Marylsnii 

NLtfFlir'ii Brai. 

Sntliri-nr"- MarylnmJ ( 



LIP E, Janipb RabU 
Baliicneie, Marylmti 

tMcM BrolhoTi 

111 M3 £, l!.i;ti,n.,r* ini^i 

B.iUimoe*, Mirviii" 

Pup 1 * Dll=<JUB» 

52Q £.. lieLvedtri Av'^nut 

ailtimeio, Hat-flond 

CkU4fMl faMn-B^fiTH'Kiit* 
[La ah f.i :! Lril -.al.-j.-v I 

I 11 umvBrait^ blv^- t. 
hdalphu. M*ryt*id 

C>i -i l .3 r-K ri' a Nupe rmj-i-k* i-» 
1141 St. Eirnttll K»k« 

mimow Kaiflhti, Mucylwfl 

[ilnldrn't S.j ( n reiirkiftii 
[L-isn Uiatribulur*, 1 
|«4D Rhjcf^HIb jPSlre 
K0«fe«ULt. HiT/l-ino 



I-- 



I r>k'triliii 



Cimh..|J 6 .. Uui ...■tih 
Jii F:r..m .^trnflL, Flci-ulr lA 

N»rih BbvotIv, Hau- 



Fullpli 1 . NNhA. Plonl. 4!nrp- 



H fa N FjtmilT raft* 

1MB WaaJihy Si.. S. E. 

({tpfabf i: .<■ 

Lub*Ltl|c, Mii.hifc.iEL 

it} ff, Supaficr Sttfaal 
ijuiuTh i Minniinn 

St Pabl Uflcli h StnU^aoTy Co 

tlb b t.Bita« 

St. P«i*l, MUn< *9ltM 

tifJvKHoe lay .L Hobby, lac. 
110 W<tt BlflS 

KAh«a« CiiLv, Mnaodi-i; 
TjlUf JtMT riiu*r 

(Ml •f/j.el.iani.nr. 

S.I. Loula, MlaaourL 



Abr«.h*m L ItBiNMf 

1% '(.,1 E-i.1l,- 

FlTDnbliyn:. Wbw Vurli 

SLa-Tup CoEpuiBlioj) 
r.tn Zmznp\ S , \n-.. 
Il.tL 1-ir.lr.L A.V4HIK 

r-LiF-, -■ :;-. Now y.i' 



Carn*T TVit"^ JStn.r" 

LDff H. Iiogi. str**r 

lUiarA. N«U> TOT* 



F. A.O SrhBrjn 
f#S Fifth AvruLLT 
Maw York. Krw fir. 

■:--,m:r In . ?,",.»■ VkAti 
Mt4 SI L n™rl»diy 
HJpw York Hew 3-uA 

j-.JJTd *J Tijrtor 

Lb Waal !T.h fllrcsL 

Hew Vjfk, [4e«t Y(rtk 

VcdVa 

114 Fifth jV,-..i,f.- 

M.oj Vn:rk, Hri, York 



OS 5. efatitU -Itrrcl 
SyrmiiiF. S. v YkjSi 

Plaj'EujUiE h CBBn 

4-iOD E. [udtp^j.iL-ntfl CUd, 



fi-ii.a Forha, N- Dakota. 

id, S U.Ifi fUwkdi 
AJtenn, ohtn a^nA 

The liifBco Cu..ji[jj.-.f 
I 0Q Public Sqiurf 
^lavelDTivi, Ohl* 11111 

FLaMi Bail-. £it>rt at 

Stvurwice tne. Sa«eT»nr»? Crr 

Clavrlfnd Mg-i-i h4, Ohio 

hifl T.;f. T.iy 5Tnp 
EUl Fir Hllli Aw«nn» 
EhqrftH 19. Oble 



H'j'MialroJd Di'^QW>t 'J.i 
V/cFrcD. QhLi> ItlB-i 



AUoiitovm, l n - 

^t«iLk « nttA 

111 MoiL-liCt StFE*l 

lu^r.iiMj-j. Fuah 

LTllrtt r*(if| tilltiP-flllV 
tbli C!».l.n«l KlTccl 
r^lladclphLI, Panna. 

;:t; j*b; irlin II "1-t -:i . .- 

Ml M4rketSir«Bi 

Pblla.qilppL*, S^nhj tyiflj 

Kirrliat J, hav 1 

tiiUt-lHf JJtnnn, mtrrnii 
PlEti-burKh h H I'tniH 

luuinnnrv' ■ 

FUUbur r jti h "•".-•■■. it -■ J ■■ 



Merry-Gli-RULWtl 
Pruv.JrF.LC, Rlrfrdt OlaAd 

VraylADd fey £h«p 
l*l_ AlleeII Stj-btt 
frijvLdaiiCC. I-I-..-.L, l-l..-.,! 

liii Hcbby hhwr 

SOS Cliricb ii't'iwi.n. 

fcjvatvtlle- Tob.ii AT-B01 

Diii-f. Tuy ■T.iniiLiiily 

■' i" fink -tZltl. Cri3»i.lLi*li Sid. 

tlp-nijiV-.«. TairnaaBi-E ■".-? I -j 4 

Did*;. 1430 

LfeUyATS, l***f 

Nfll Ma.fi.-M.Lf-f U I 
ItULDfl HawfcfJl Avnnq,,- 
Dllllt. Tiuji 



i..h:i.: r iri ii' it Tin;n~! Mi™-: 
(L?ph DHBtfloulcraJ 
IZltl I.fnlmr^ PLar 



frLHIatnibura. Ylrgmu 



WL..r.]«y'.. III-. 
£4 [;:■.■ Mil!,.- 
UadiftiHi. WL, cc ,n, 



Club Registration 



All ckubs are ur^e^ tf leRisteT 1 with 
Avfl-Ioti HiiL A complete rostar will be 
publisbtfd m tlie next .H.tviK with supple- 
mental listings added in each subse- 
qumU edition. Pit requisite Lfi tht 
re gl titration of bonaf idm ■- lulI-.-s is the 
information requested below. There is 
nc regi*"Lratiun deadline. Ilnwevp.r, it 
will be tn ench club'p advariUjje ta 
reyistur ,tv -early ** possible. The 
only absolute requirement L& tlid listing 
of niLrr.«9 And ^ddri?fts.*rs nf three club 
afflcers and the affidavit Nlftt thera are- 
at least 6 persona with membership tn, 
the Baid club. 



Mailing Addrees_ 



Officsr'ti Namea 



Fe play: \ \ fflcf-w-face, only ; J PBM, «jfdy j | Koth 
rlfmherahip daca (ii 1 any) arts:^ J, A«f Limitritians- 



We: Q^ are | | arg ngt *cceplin(j new mrinhera. 

V/ct 1 ~| conduct | J do not conduct tonrrtamen ts between other clube. 

We publish „i newsletter /magaJine entitled 

for $ published every 

We; | ~| would [ *"| would riot be interegted in traveling Uj attend a 

gaming conference. 

W& fesl that our club offers the benefits of: 



(50 worda or less) 



AFFIDAVIT: Current memtmiHiJiip ia now_ 



(An raffltCT^ Signature) 



Morale In 
Wfaterloo 

by Jim Arnold 

French troops are retreating across 
a. river iu central Europe, hard pressed 
by. Russian cavalry. They are conduct- 
ing an orderly retreat. Suddenly firing 
breaks out on the left flank; a detach- 
ment of grenadiers flees before the 
officer of the guard assigned the des- 
truction of the bridge. He panics and 
blows the bridge, while it was still 
loaded with French cavalry, infantry 
and guns. The line of retreat is sever- 
ed and the retreat becomes a riot. 

The above is an example of how mo- 
rale can affect the outcome of a battle. 
In the rules and tables below an attempt 
has been made to recreate this factor. 

If an attacking force is repulsed or 
a defender is forced back, that unit 
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must roll to see if its morale is impair- 
ed and if it can Tally. 

Inf. vs Inf. to rally 4,5,6 

Art. vs Inf. to rally 3, 4, 5, 6 

Art. vb Art. , Cav. to rally 4,5,6 

Inf. vs others to rally 4,5,6 

Cav. vs others to rally 5,6 

Cavalry attacks relied heavily upon 
shock value in the Napoleonic wars; 
this is reflected, in the table. Horses, 
when panicked, are of course very dif- 
ficult to rally. The table includes suak 
off attacks. 

If the units fails to rally, itcontinu.es 
to retreat two squares per turn toward 
the rear. (Unless this would mean that 
units elimination, in which case it re- 
treats to an opening. ) 

In attacks by combined arms use ta- 
ble most difficult to rally with. 

Optional Rules If Desired 

1) to reflect gds. higher morale 
add one to their die roll. 



THE GENERAL 



2) HQs also add one to roll if move 
along with unit. 

3) After troop is rallied it must re- 
main stationary far one turn. 

4) Since exchanges usually result 
in a blood bath, a special table is used 
for all remaining troops involved. 

First Roll 1 or 2 - shaken 3-6 - no ef- 
fect if shaken again. 
Second Roll 1 or 2 - retreat two sqs. 

3 or 4 - retreat one sq. 

5 or 6 - unit remains steady 

5) If a panicked unit retreats through 
or next to another -unit, the other unit 
must also roll for morale (using above 
table). 

This table allows such new and real- 
is; tic situations as cavalry cutting down 
fleeing infantry, a seemingly iron de- 
fense broken down by spreading panic 
and hopefully it has recreated that un- 
predictable thing called morale. 

Any questions, comments or criti- 
cisms, please direct to: .Tim Arnold, 
113 Chcmin De Ruth, Cologny, Geneva, 
Switzerland. 





"STOP GLORIFYING THE NAZIS" 

Dear Sir; 

After reading Mr. Mark Weitz's 
article in the September - October issue 
of the "General", I have come to the 
conclusion that he thinks allwargamers 
are like Hans Kruger. Just because 
Mr. Kruger glorifies the Nazis in his 
fairy-tale, this doesn't mean all war- 
gamers worship the Na^is + 

I think most wargaming clubs with 
German titles have these names for the 
simple reason that they are far more 
colorful. For instance, if you were 
forming a club, wouldn't you rather call 
it the Waffen SS than the Green Berets? 
The same goes for magazines. The 
"Panzer" sounds much better than the 
"Tank". Mr. Weitz says the Germans 
could never cope with the resistance 
movements. The United States isn't 
finding this type of fighting so simple 
over in Vietnam, either. 

To put it bluntly, Mark Weitz is all 
mixed up. Ron Saleedo, 78 Charles 
Street. New Rochelle, New York 10801. 



Dear Sirs; 

Due to the trashdisguised asarticles 
that has recently appeared in your mis- 
take (The General), I do not intend to 
renew my subscription. Specifically I 



refer to Hans Kruger 's article in the 
July-August issue. . . since it is good 
manners to end on a kind note, ] think 
that Jutland is an excellent game. 
Ed Turner, Raleigh, N. C. 

EDITOR'S NOTE: Would you believe 
, , . that Hans Kruger designed Jutland??? 

Gentlemen: 

. , .how's about sending me a list of 
wargamers living in my area. 

Darren French, Milwaukee, Wise. 

EDITOR'S NOTE: Sorry, Darren... our 
files are maintained alphabetically by 
name, not by geographical location. 
However, we suggest you scan the op- 
ponents wanted section of this issue. 



Dear Sir: 

We have a group here in Lima, Peru; 
that is quickly wearing out over twenty 
individual Avalon Hill war games. 1 
felt compelled to write you and tell you 
that your games have a strong and loyal 
following here in this South American 
city. , . James B. Stedman, Peru. 

AH NOTE: If we ever decide to publish 
"Insurrecion, " we'll contact you for 
first-hand historical data. 



Goodbye & Hello Department: We 
bid farewell to "The Panzer," Doug 
Amis' wargame publication which will 
be terminated at the close of the year 
due to the press of college commit- 
ments. Just a little over a year old, 
"The Panzer" made significant contri- 
butions to the "whole wargame crusade. 
We welcome "The Herald, " a bi-month- 
ly publication by The Herald Publishing 
h Advertising Company, P.O. Box 295, 
Kailua, Hawaii 96734. Subject matter 
of this revitalized edition of the former 
pub of the same name under the ANZ. 
banner covers a wide variety of sub- 
jects. Here, you can read up on "Psy- 
chology of Wargaming," an extensive 
editorial on "The Hippie Movement," 
and even get weather reports (weather 
reports?). So Bend them 30f for a 
sample copy; how badly can you gel 
burned? 

A recent Inter Service Wargaming 
competition has just come to its con- 
clusion. The 6988th Security Squadron 
War gamers went down in defeat to the 
Navy's USS SHANGRI-LA team led by 
Petty Officer Third Class James Long. 
Long is a member of the Staff, Com- 
mander in Chief U. S. Atlantic Fleet in 
Norfolk, Virginia. 

DATELINE; Columbus Day. Octo- 
ber 12th - The Pentagon. .. "Hello, this 
is the Vice-President of Avalon Hill 
calling Colonel M,A, Huet in the Penta- 
gon. " "Sorry," came a voice at the 
other end, "today is a holiday and the 
Pentagon is closed, " 

"Good Lord, " replied AH, "whose 
watching my country?". . . 

Once again, "Principles of War," 
was voted most popular article for which 
author Myron Brundage has been sent a 
$5.00 gift certificate. Other authors of 
articles appearing in the July-August 
issue who were singled out by subscrib- 
ers for individual merit were: Mark 
Saviet for "Midway-Unstereotyped, " 
James J. Stein for "Son of General von- 
Blunder, " Joseph Pollock for "Key to 
German Victory in Bulge, " Terry 
Thomas for "Red's Megaton Masetery, " 
and Hans Kruger for "Normandy - the 
Way it Really Happened." Gift certifi- 
cates have also been sent to these lads; 
in addition, their articles become eligi- 
ble for the year-end grand awards. 

A complete listing of "official" AH 
clubs will be made in the January 
February edition of this magazine. . . an 
early printing deadline precluded its 
appearance in this issue as previously 
promised. Clubs who have delayed 
registering are urged to do so - now - 
to be sure of inclusion in this upcoming 
issue. 



ftPPi-OV^NTS WAHTED 

loth Ayrnnr Army rnnri-iliii La the 
-j-cnnrj OliaarlB In ntn- luuntimiml far 

W«*i "i-giull tut wb d*m-,nEi * -e- 

rnatth,! Wr will pHy J S'g**i (am** 
si Rue*..*-, wiiri 4-7-9 replacer-iarKe. 
Hail tir = i» Tri-on. Ca]di.nld UOWl 
Lttlin. HP ,'-, Hrcirf-.wi^,, .Mubamj. 

GornaulGr war g-otne*. New Ml [And 
gtht-il gamer v tic rated tiy en l&M wra- 
baiei, Write .far delaile, ftitlii-rd r. 
LuuniLft. SVFO Bo* irHii-0 Tul.bu». 



i".3 1 1 fr,! ■:■ ij In', n the win 






nv AH g; 
.Hjind rni 
i p"*T*T"i 



mOvs iftij epUOil 

wth laka Mttu ii 

|w*(»J. let ".c Richard NlehoU, 1*1 
Illtfton, Ja.fk*nt,ville, Ark, 7^1176, 
wnoiBB JKL. lb SdiSai t g Q *a.i 

1J,T ,.r> M ! Tli[> ■ ^r l rifj Is war niulr^J 
"pailaH Span 14 ww'l bicak ntu4c*Jit ? 
b will ihcar Lrlokdel JtlLA -In: Maraud- 
ere 5CS wlio BUfapciri "fewe-tat* M*n 
Heroa-i, ftl^HLlrtJ Si-. AnJliPim, r.aliE 1 . 
Br Lllia.nl LlCnc i-.rLA ■■it 111 ffifO Lie r 
Trjrpnlnjpi 33 arid, ink? furl In a truly 

deajcaied crgarvifiiicn. Or, pi»V F-w- 
r to -.!.. Midway. IHmuvtfe, Jutland. 

Bill-., or Giud, Ctirke Ja-niee, (4U Jth 
Ave, Chills, VliU. CailU "JrtlD-., Al 
are idler triumph 1 {e ui-ry F*u jl«i|- 
Vtt TOWik&Bll b* EblbllCBK=j ili eluba 

in 5»n r>ic(* te « l-.ui-i.amcn..'. Accepl- 
attcES Of chailensE -n, 4 a! fcTTfr* before 
neat La Bike t>f Gcn-irrdJ.. ullrcrwie-e «c 
coiiliul 3. D. CuLu.ty. Dai.a LuEiibardp, 
t".< HitLlwakc Cliula Vial*, CaL-Uin nhs 

tM. OHyT. 

U[>[*Fi*iin warned to play ax by m,p.Li. 
I'll He German. Will plif TwUti or 

Mtowa i \U »nh ■'!■-■ '• down !■■ ii- ] '11 

be ctthai -■.■;-. .-H-.--.L all -.!...: hr.. I,-, bti 
Haul Wr.-thT-1-.n. lOT ffennley, EI Gen 

Ir*-. (■aJt-f-rnia. 9^j>. 

Witerlmi opponent- waMtd 1W face-to' 
f*=e Aire will ylay Cc'.rvttrLirgi Htal- 

inu.r.J an-d t~.hr »• (I'll lir cllhrrj. V/ani* 
pd' rih<EiL«Llr'L-iiiril)R, will tPV-i< LlC hltf. 
fnnULl "trvr .Stu-nE. * Z2 bxrtrh SLrawt, 

mjleuKKMi. C«Hf, siajrn or ctll 6-t*- 

H^ 

Ntttd, comp*i#ni oppo-nt-ftii ' Thin Spi (■ 
(in -j-A rj *ni* r* ■.O'jJd iji- iiiT 4n-ku«r. 
W« i-e a ftCUtlkl E-lllb Ln the wArC-LfniAK 
■/i-OTia, *mpha»ijiinc iDdivuwu ind i-iub 

E. WoUc ~.rx FF -. Ukcw M 4., Cal.f. 
AggtoHoif '■ Huly Wif ijdthti itiE Lfl- 
i',:.> ! . liJiltluWI- '■■■::.- !■■■■ -- l- r--i. i ; r ■. ■ 

Jolb. naw. IML *«.-■« "i/iei^fi**" by 

a.iutcl'inK. neut«J» whip wrin't ItfiM. 
Help d«-l«al HMU binlc. WrLEc-. Urucia 
■iu.iiv. .. .'-■■ i Ell r-.r-k, ^lo*, Lanj£ 

B^^h. C»iif. -Juaflii. 

ff*r-;*.me r* ir. and *raund Lhc Lon( 

jaldirri lu L jrlja tirrj ua iCn «i>:U>iujui 
eaiilpBl"LHi 1J -uu fil Ibis den.i_ j- ip linn 
*rltr lu In Ll. Jli.] Knajiii. uTdO 

y-nii-p Avrn^r. Lp^aa--ac h, C-.I1T _TO!»l*i 

'■"■I 1 "■■: "■":-.!:' ii" ".' " -k "! Ir -J S ~ '' ■ A Klli- 

rfjl tLdh We r ci flo no b-ifm i* j.ry eliii. 
*viJ Ml cotiUieE wLEh any club y n ur lu. 
wm pn,ii - j.*Uf auei. HuiseU 1-bWEll, 
*BiU Jatt-i Ave. . LflujE Hoach, ^jJkioemj 

"ipBUS. 

WflFil^d fiiiE-IO-fiCi; dppnricnt ir.t IbcLd 
m-rshaJl v-in Sc hnuTleui;, iwirdid 
JlillriliL'il LitPtB Uii LilliliaLl! V Hi [tiff Ln 
MiMii^ Ciu *nu ftuiiLemJ >b F Ti Qj-ii. 

i*l. fallMlD Wtif, pnUltw Mit^r., Bi« 

^■■i. !-[■* Dllwoi, CilU'-ir-jhJi or caLl 

ij-fl-ij Mn-THtSl. 

Ir. fqiin ih*Ti anf yur B" #MlllT#ll(iE , 
Aria ha.* Ljat only ! (im(. W* p'4V 
■AMI a*f-if[ r Aie4. itiJi CBitiQI S.I 

Ptorth ti«llv^MK>d, Liolbf. Jttuj? Wt» 

j*l-l?SI_ v 

Wanlf d ijc-fl - ta-fft.Ec diipanen-tn lor Jut- 
land. Mldwif, a i li mM -ck. Prefer 
r?.i v j, gdmrib ivy,: Willi nji LuJcjcuii^irri 
Vtltliq- hi fct*rt* ra-a-umifaUi tILai.uc.k. 
Car! "fr-l-on, Iflll 7rh S?. . Pen! rtu-Ti*- 
rn., Cjriif. "H lHI. i»|, 4k6.QT.J.Ct Aidutr. 
Hiii^>ri,.f '■ly mall ur c-ys -io-«y#. Pti- 
(tr ■'■■.■■' ga-mi* it) ji, .■■.<.■ tciiihj; oi rule 
■ .:.-.:l.:-!# in una. WiitN Ll'Jti HtniGll 
r(*«P.i,i, U.S.i. J5 jii!-: p- .vi.:» UL^Mth, 

tit- FFP ti-ffl rrnKj.ctr, Calif t ■~-b-t.Dl J 
The r j pje , iari#'v G-ui rd ha- b»< ichii g.pa r-.- 
HjM« an M.r a,-,.! ;... u ..:. Jo-ia nam if 

you want »<itiun hli1 ijioiiilbp;- . Wcur 

Ch4.l« B FpacEi, Si. PnubM -^11-^, 
Alc-al-. Park. Ear. Di P n u . flal J, ^'110- 
AnliiJcicliEjiirgr All ih* wot-Io ,n ijur Hi- 
m»tnm, .Inrin nctw L*l ~iraiK)in* 5S ! 
A.I-J] iifipinpti< wanhpd for AK L HefI|j.,p. 
S.g,rid. p-C*v [lit ^~*io-.»r)- P&m Itv*. 
CTofeUV* L«i-.it»iuiart< Si, iiSl4 U*L 
■juj [Jrlvp 5,0. . V-T" ffuvi. CiLt-fliitui 

:^„„, " 3 | ,;., j^, ^ _^ 

KMn Ptnn nppcmrnlft fur- .Bulge,. 31*1- 

nj|Mi(, IJ-Diy, Pllll, W-,-*r|oo. AX; 
ind llv* [>Bpi3-iOn-< (ig- ^b^V* i-\«(i"S*ft6rl 
ina JilLarxl, LbM»ti<. F™iB>11. Dii«. 
baH, I^Uaij, pumirfk. MLfl^fcy, lift ■ 
h - 1, De ra k Hu*i , - '.' v.' C^4fUHf 
ftiGH, SNirrrfij-. Onh« h Clitic =l*gj, 
T »~-^7 _^_ 

AttdlTon ^cj^cr..' r-hrr, /, H t ■" 

HUu. Guii. Duige. D-Caj. Am Ccrf 

Cn m,miriiSr r in Fanr,nrnriuipr Oud ran 
"jicl Piniiii AcTTiy. SirJai rd EtjanTf. 

P.n fl.iT Uii. Snci-iT-., Calif . 

lunlumfl* courny hn l5**n Quar-un by 
U-a M.t<l (Jpivin.6 tJrjUJu-vii. of Plbiar- 
K - ■.::■-» f,.^p.7i, Zrq- B, .". f ■.■: = ■.■ . ',< P 
il.'il.^.l,:' l-^'i.'-!',. il.^.llLliJJiLv ■[■..!. 

ty. ~~.H, John Cnbacn Rt. J, flo» ~ttf, 
C.^.,r. ■::,lii: l-F, 71.1 ]^K, ; p. r Ml M)^_ 

All btgh acbool ^wacganiBia In PaJa 

AJ ! i. ■ . JL.1--JNE.J j'i'J .i .J.' i ■ r.--\ mil air 
■UHjpcl io »tlU ni^ n EH-KAi.ir.ln-. *n. 



A-fj-ftftftO" onwn, u* Mia (ifaf 1° Wft.*lr 
3,11 ejvit Tf.ain Oy Jnin^ni Rail L'.-.n*. Itl- 
Ira-Cluti plnyH pruT-Ln "iuo M tn*Mli 

rV-ite JMr Kib=, ibiri Ma-ntieba- Dnvt. 

Shinn^valc, Cpil.f. 

CtiEjii-elLlLve abi'LCy un!<n,Li^Li learn b*t- 
t-r ratr-id-rac*. PrJtr AdkJi. ilavt 
D-D*y. 3-BiaJ. AK. CuI^e. BctDnk- 
wna4 Orj.nga SwajEtw *■■ ■ MM Angpl^i 
Cnnn.Ll-1-., f!nn.l-jr [ Bill Wr.nili.nri, [iOQn 



UHPUHErPTE WAKTED 

Ti-ji-in-. Avp l , Whirl I pi 

TpLpp.hnnff 14l J n,"H' r . 

[ erizllaDga 411 coFniri li a du-t; lb tha 
fjtitl.! {Op ta ih» ciplur* a| ^lili'ig.rirJ, 

! ■- :i , ■ V ..r,,: .-'■: --I. 1 ;., ,-. ,■'-■.- 

Ic face of pbmj AK, EtJ ti , and BUI - 
Ln~ra.rl 11 C-fm»ni, BlLll.ttC'iaX EllbsJ-. 
liUnnaT tllAafrln liWtl£.. Fend, WhLl- 



OPPUNEKTS WAffT^D 



Th> 


HAF *LlJ 


•atla 


.. : 


.iiii l 


a datatrnf 


anr 


33 A:.: ii: 


B. J U 


in 


DOW. 


S.ULd Lba 


■ml 


i. Cn-ttft 


RAr, 


■90? wijcn rioiffr, 


i'.^i, 


Vfr, CnJnr 


■Etc. ririX2a 







ft'h 35 Cirp* ~-f tha *m ss mi !.■■.-. -■! 
.i» e-jiiia to T-LnlTy. LJ ifou ar- a «WF- 
-am-r on, ■■nipt.-, my P.O. box u. 3jv. 
Ut rr.an.nciw tl V«U WIH Id JaiaV (fea - Id - 
lace. I hive ill thr AH (ii»«i ac don't 
trfe rmUi+l- Jpatph Anrioldlri, Jf. i Bax 
3J^, T-inity Ga4ic^-.. _ | H-.TtfnEa. Ca.nH- 
Thr HLjna [HoUflki.p Union .:.r Nrfjrir.un 

■tolbtftni) will iwt*p a.11 iBtMAI or 
£^n*t« . I..1.- in ./■■ i, A K. D-D*,. Q u | t . . 
fltHakfl-fj;, W_i«iIoh;>. SLdci decided 

'.■. i.L it niii'il ii i tiO'Ir ic-luhii. Alhl«r 
FLrnw-.. Hr>trhkl-a JLrhrMiL. L-.Vpvil1n. 

Cfin-i, flpfJjj, 

Pit 5aLp Tuila-EhA BljIlj-., inri Ciurtal- 
«n*l all in ^K^allant eoiuIluii-, Vrue- 

H4*ard Cwhi, LU wh.ia B t -cfc Ra, . 

Nl« Canjjn, C^nn. Gtaaft. 

Prtpie-P- Praetur. *n Lygard m L«EiEia 

*o-.(~me l -it-ern IrOm N. E. pir* F j achoala 

for pbrrt, reTFB » prsvi ti*-»iJ ESt'in a( 
..;.i. ,. -i ...!. Join r . i '.t . individually 
oi u & School Unit. Joh-.aionVirLUta.rrif. 

eVb ■:;"■■ .Liir Sctiuol, Wftlli-.Ll-Dr.l. Conn. 
frAjat 

Thp 4rh Hpn-h i» \tw\'t\nq (ni Invn wtin 
j.i.i ■■: Hvp n- phi-- ■ AK W-.tKrlnn. a UJ . 
lngrsd *rul D-D»y T CiTmilnB. .Khar, 



.'.!::- 



■ id-* 



Con-tiel lad tiarph*-n, -«37 ftc_wia"" Pk. 
Blt-d.. Wi.lmjnn;nn. Pcia. IWIH. 
The 1th Re-lcK ,whc Eln r - J l has ^o-n the 
P.O. W. Club TournAnYSntll Nc«d vo- 
a,ak why \fau nhtmld ,/oin Iht nation 1 * 
r»oii«lLtc club' Oni, th* treat aliould 

wrll^l VLaea tffifiM, ]H W,.-.d*d*l^ 
Btiari, 'rViJmingrjin. rWjj 



,„ ,.r 



i Tnla-ian tun* 1 Am Inurel 
■ ■!.■■■ ■■■■j, warHama batad an Sac 



A|i*r. EHihar- repulaian nf 5,iuti5-i Tranr 
Erljdrir or ir,n LiiC Alliance. VfKM: 
Jntth Frit*. Id RDckinLjham Drtua, 
Wmda^i-HiJlC, WiJ-ninahjn. jJaU, i l 9B'JJ , 
SriLilll-rn WiEtfiniEto ni-cded. All Fla,, 
Spuftt ta». Sc-Ljlh. Ala. w|r-sr«r? join 
OKJt FU. No-w (armlti-., w*nt UNN .tu^ 
demji. Pbrn Alt. Bulge. Ciiid, Write 

l~iKH Fla.. . IDF I.E. 4lh fA, , Ca.inra- 

yilje:. F1a_. a'.tiaL. 

Nnad oppKMnnl UmiLpiJ puEpBrJanEB PfiW 

Bliif . A -K, Biil-e. AAaa need SKI-Ttt- 

!!.■■<■ Oppnoaoc wlih rheae .r .«..■•:■■. j, 1 ..■.-. 
P-O-Yr &Larrtif-> r GieHyBrJitlg. JUliaM. 
H,ami VifLtiLtY ogU il7-N6h HiBrHnl 
t.nr iv-i-e, Lb»iLi K W. £lTi*l. Home 

atead, Fle-rida. I i~ HI. ,____ 

Pbi-i Gppe.-.*m ^+nt«d fc,r AK. WiU 
U.lrc *nT aide- but 1 would rather T-Lt- 
ij* r i.i*n Army. 1 piefar ejipatieacedl 

wjf-jiiTipr. (1arlr.il Pjroi, Jr,, 1]4] 
,^y/. fl'-lli Ave.. MiamL. FL-.. IT-Lli. 

War^ainiiLK in-pta in IheLiij licld Irirai-j 
mmiLh iei Fluriila. afU iolui iil-Jldu - 
wrlLp Tenth Ligimi, PC Djj. U£& |M- 

Dourpe,. rie Tida ij9i>i. 

L ivt ,... t v. ip.ir - WftTlEpd j.' 1/ i. '■- -' IIF1T 

T*rr.p> Hay- area, wm <om« to you. 
UettyBburfl 'M tor ||*i, |l.filr, L ply 

Write: lenney lard, 1*4 >. 
Ut. , t,L. Peteriburg. f'li. 



p-.ftE-.je. 
Teener 

3170b, 



:'■-■' '. i ,-.. wftriEt .■.■■■' fi„i^ to the •■.■-■: 
l.! n=J Lionel Dtfcni th- A(e.reeaof! 
All JHiw-lL.ua. AlifkaLia. W^aliLnitLia- 

LdllB. DjE^Un^lll, UillPjiLli. CiJIIlJI Id" 

Lana_ NevaLljti.a Pl*b*M. ArlioriAna 

and Aatefi*, WPi-e to: Fred i^-^n, 

601: J« r KJ^ua . HiWiil flfi 7N4__ 

The'ArTny "f W-iuu Iio-i i--'L-e» alt aer- 
LD-ue nji(!jrn-r» t« i-o i ri a.i peirl of lU 
Jnd Dirthdav Celebritio-n msmbftrmip 
drive. U vo*» epioy -a.rne* lor lh«Lr 
own aakv*, «nl> Philip L. Muitrtvc, 
Be-a 105 f Kailua. l-Ia'-aii ^eTH 

An .n-ap-nentid Field Mar thai n-odrj 
an. opkAj.^nt u i r,,,,.,, } ' r ,|| | 4 | Alt I 



rd Plfrii bsfoir 



m 

Ull-a rjnnlirea hpr.ain I wa !« .-a*. 
,n ( ; flaw r-r-.rnh,*r* Wlr. fMpirL*r.^< in 
!ha Cfitciijp if(i W • will ptay pb-n *p 
face lo face, vre ae« imk '"ka is all 
club atlivitict and tou-r.-mr-.tn. Write 
Bran GlenEi R Tora.» p HfiS w, f~-4 1 - 
mane Ave. ,_GlnoegP.. ULinoLft ba^-17^, 
tilotiuJ-.r! In pciaom. AK, tl-Doat, 
Midw-a. . tlulee. Gua4d.Lcd.iiiJ. Getty e- 

bnrg fit, HIinuTrV, J«t]*nd.. Plpja-. 
nn rlifh nffnpa. RlcharrJ lorlie. t.fM 
Waclpy Jttnaj , Cu-.TiiLran, Illln-.|a 60101 

BtajMj eh^.LtO^j. 

WiJJ pbm A". [BrlO M Bul-;e t U t= j - all 
athen lata-lo-'fata , Dautd M.Lti-aTi, 
JtriS C*.rrieo-i h Evanaton, III. bu^OI, 

Vmif triditt ijii aides -.rid "-phonal mtct, 



jQLn fled Ma-IB Mr* 

haul e^Etwhaimei A(jj,fani^ faiJerai 

Jiatrt'l, Army Ji Mi£hlj;ili, and Arrny 
oi Uhlu. ■fniti JewvI't Curnill CoLlene, 
Ml Verp-fln. )ti'-*a 5JJ1*. 

W»nEc" AK Q H p-,r.tr.:, I'm H.ftl<( 

,.lnvi-:- Whr. prtfera CLcrmAh, I.-jl Will 

L'Uv Alliet. lt.j Liciite tiaut lb. the I-n ■ 
patriaJ Plialaju. I KUupa Thr,t*.|. Mr. 
Ja.ii.ca- Hr.EauL!. ul7 M A^c. P ElielnCIL, 
luwa SlSai Tbat-'a j]lin t . 

l am i new njjfirin»rnT. ii»v -• Tviij "JUi* 

inl rtftier AH -j»mpi fnr I win. Want 

oppo-iem far- Bllii. 1 Talre Wue ar-nv- 
JJ mil tilled, *rite Kojer ftiwieTr 1 \it 

fc-jal blh jt, , t^miiurij. fan. -t-E-BOl. 

tHp-eciafcea war Elmer aa>ir«* epppj - 
(irnta |Phm, f* t * -k.-la-.el m Gtalinrtad. 
Water iij=i. D-Diy'b^, a«d Bul£e. £irt- 
■I l.de. CAdtAEt Mr,rL- GulJirf.nd ilSi 
KiLkury Lainr. ErlaLiae-r, KeuluLLy 
■tlPIB JHl-51'f'r. 
Hovkii |pn-truj mi dpair^n .jprju.ieiK tH 

Wew Orlean. . BUU. Tarnri ii -p 

what -hiivfl-yrni. Fara -tn-fa,r# . 1hp rnljr 

■i-ii <( m'f iifnra E>bfa|i- sieve A.u*ien, 
P.U. iloji. 714, K.nner, Li. TUOoi or 

(itfy) iiti-iiLla. 

"Ihaoic^Man D| Coftflet liCut" \Vi ci 
r.niti- Ai-niy, -rill iharllr empire e,J- 
wiitlic The Afirtiier Elephant Le. 
fiualtj, utJEi;{ all lLr> ttirirjth lu aijijlljj 
I'm: Haeri GuaiS RejuLt-- De.iiuci *L , J 
Julidi pt-taBCHIrti J3 Mantlet Avi, , Wallr- 

vllli-. Mr. 

Randy fir.nl ii fjond. ft*ndy ftppd lb Ml 
Agjjr?B»nr rTr has hf*t(-n flitai, Thrnnti. 

Rid UMti Ha wiU 'bin "th SS and 

»ny-ne cJie, Try nim- B-indf Raaij. 
41IR QUr-l Par" Keafl, BaLtunvre. Mi, 

£\lt*. 

WeLLI " -tli S3 ld fa-Hi* pjiiveiL a chance to 
ahuw hew -real U really hi; Th« en- 
li i -z A |i|trcaft«r Iloiiiclaad ia Lliallc ii* i-tij! 
Use er.llrt tlh SS Paaaii Xr-By. Will 
4tlr Ss br a,bu ia tr-M-Htm upl EtfleM 

l.lhliy. Ana Zt^~, XrtEiEiB Hop-iini Unlu. , 
rjalt.mr.TH., Ltd ZljU; . 

Adqll OppL-nTtn l» !ixr - it ■ ii'. c wanlad. 
All A^alon UMFfliMTLai- Flpua roniict 

C m r le* Kinnidiy, (V^uo f a i r liA H'Jtd, 
Heiheada. WAryJand - PL ft-JWt|. 
HsftbdU KiieeM Join ir, t Arna~r oi ihe 

WLA. MatyUfid UuiHun. PrclcrEait 

Ueriat. EmiI win take fmrn a^vwhere, 
WuIe Ld-iic Corrimaniki GnitLnc. : I M' 
bWnl AreEiue. Ch* re tl r . Wd. iO.**> L 

Juin the GrEdi. 

V'l..!. CwPf-W-lftj;-^ cilbrr aide-. Bl U. , 
[*LI "acfreq-l EVui-Eriarr, .InlJanrl. Mlifanar. 

SiitLngnd {4-3-61. AK. Ciuid»lc*n*l H 

ETi-Djy bulge. | all opilonili *nL-*pi 
Ga-rmin siippiyr, VifiTafJae, Ta«[U4 U, 
A' (Jiutan, 4eiD (VI g tore Ave,, Chevy 

^h.l*p. MiryLaa-l JUUI^. 

■L-iji:!- i'i^ \vr Inditiduul opponents In die 
yVaalunjign, D, C ■ area I hive aJ! 
Avilun ItilJ -amc*. Please cdutoLt 
Aniariiu Leal. 19)1 Addtaon Hold SijuMli. 

X>iatJii.l_KjJta._._tito..__JfjO*j1 

n.p ii? drr Puhrrr ^-,jr, :...n Inr ftl-:l- 
Kurpa vill rritah aII HrlUBh. [Iiirr.hnpi n I 
After Thmkefl-LvlTij will lend U« AFF 
n..- i- homa ro Britain. ■/<..'. •■ji\:~' =...> 

■ell Chincellor".vlUe? -"uhrer K-ffi 
H^WH, 0T L^uler m. , Holyoke, Mace, 
Jimc, 

We Cnnqbolr All E The WCA la in clash 
til arm. wHh [hu^thSS. FOE ri.r.uUnr..,. 
IftRelth. PfAcbeTitn Cuardi.. The WCA 
ho. plenty o'aclwin. V"ant idhii 1 Paul 
HtMSJaatU. 113 Nurlh Airn,, Waiick r 

Maai. fllTfci. 

i* ■ ■- yOu a. *>n^l> ^Icit* Qo yon want 

|ip-e oppo-ienti io prove |r#u.t thill T 
Wnitld you lire (c itid,-. ivkin *. largi 
etubf Ally wiih or ehilte^t wga. Mi 
Nicholson. 51 grow-rd, MAhtk, M*—. 
pirnj. Jill repnei .iinwrted, 
Hey, yeu ■nam i^Hri tt? Will Ml] >or 
S*. Ou, t pay puaL^cld. Be will crkde lent 
e>l7tel <c|uipme-ii -ir fTniililfunll or Jut- 

latid L want P-irt-F [-pf-cncnla in Wcs ■ 

(em M-.a"- Wna ILkr the etenea^ Marie 
5laf'crdL trA Hillti'e Of,, Edit Uq-f 
mj-^Etriw, Mail HWB, 

Hi-ri L.Luna IUCjj |ji Lit -3 I a^K ill SOJ' 44ttl 
ULi-hi sjiu "Lli Oliku Armyall Join the 
VLCTOry tlur.1 FUrart -.» Ihp rtaal Trrjrfrilp 
ILied wa.r Clllhi hf Tprn. Jp»pu. ^-.mnry 
Feeel« r 110 IW'eiw'beery Awe. . We->h^rpy, 

MtEb. 4qnHB. 

Uiike ot ll-iin^r :: :: ■ u annaT airoiti a 
IlVc pent atatnp C4HU41 ua -,ftntf4|EliaE*ly 
and HfC wi|J woi-k adtsetliiriEj out with 
oar wel'it-a deLiaritnirnt Eitherwiae you 
art debated hv deiiidl. 1-i.tt. £S P-,n- 
iei- Army uf Miuu . "05." V>..Til tr St. 
Piiil, tvtimi. Jjilfc 



'■Jl_ 



FoTeiTt Hi. 00 * DjnivelLfaut, U-Qua,E, 
Ail Etiipite anil Vci diet 11. All tu (Mt- 
tcllcHl comlLbion. Fui ju^llirr ilelaili 

ruEt-rE naniila Wia c 1na. FfC IjlpnalTe 

Dr.. Glenview, nil-njte pi0»eA All 

[■l t atrl will be answered- 

Many peuplr claBatfy All iunt clube a.e 
"a nui.tr, of bickerin[ kid*. " Join e 

arrintia rluh, Ihr tied Liana, and gel 
■ha ni»< 7p Q ™ .nr^ml^. Wptt-.. 

n-ure PjpaF-D. «■■■'+ F»rn1 HUE }•■■■■• 3. 

Laks For** l, Ultneii ftQfj4S. 

Attailieh: Anvsne ifltee*iinl in enrr- 

«n- ■■ AM club at ths U Of [. Urhlttfl 
rt-jUHilT If to. -:snUEi John V. Urbai, 
IJUV, CUrk, Urbina. IlUoaia hLlUl. 
tk,et anybody 0U1 thlTB ..-*V I3."- - ' I will 

jjluijjbirb. 

-.pil Liu 11 a Iiai anon J>J .11 , Ali g:t- !• ai>r ' .■ 
VecW-_i DIbEtIcIh ]+*>■ ^iihi-ftT,, and 
4ih Ohio, Arrrrlea ha.vr all Iipbii iJntcattd. 
Join th* Eled l-1-.ns anri win will, lie. 
BtUCt Kkruatfl, t*ll H,E>u.nd 5L , Cndar 
Falla, |owa &CK.I?, 



Duke PT Tl^an/iT hli 

iitiiiD our -anie I*"* 

EnwardLy dEfeai- S 
Uth K P* <ABRrB»»i 
HJ-eel, St. Paul. Mm 



( - aj{*.El 

_Ult, ir 



il^l >. 



"■ v II . . 



Fenhnraa / 

". Wil^onl 

UEilr Mil.1 



[i-i" 



r Aj.rt'i't Arrpy >~->'aUp 
re wanted Iraff. Minn. , (<*■ 

n Join i.;:- £■'■.' -I.--.vl_.. 
ml Cai-r. .1. W, iloyl. St- 

linn. ^Sl]7- . 

■rr aiivuiii: ,n Uie cullft I11K of 
Lfipl who ennwa tiriw in piny AH 

Bieutfiin-, leaperam fnr fart. 
ppoftert-.! U-^ng rue muT- Juai 

n-,n-*il r=-e tfilL Chadttik, P.O. B^: 

ltjC-7, LrniJpOrE, Mlbi- i^E,n,E. 

A 4 -.mlined by hi- Tiled Hilt in iris Gart- 

er-,| cnrnEi ibe Genet-el Staff, Heed* 
mcLni'era. e«e lf>, Pbtn 1 year, sub 
acribc lo C-eneraL 1. Mual be e.bir lo 
E-nJeiy n rf( Jtl lt rd Uraj-giruLQlf . SlB^e 
-arutiftEin. a 1 5 tfeil "suBf**, Kal.E4li 

City, MtBE o nrt n^jlli. 

b p i Li.-p'ii emerge wltr. npw strength In 
MlH-WeiT; u>abe>-fn<i> all fnia in h-rr)i- 
in Bulttd. Villi. :-■■„■■■•:■ Q_uj; B>BVs 
want -riL.ra mernhBr*- TlmCwptr, Vli 
El. ULirli** Ave,, St. ElUJltC, kit. 
eilUI. 

Jlci) 1.is,-le. hai deferred Ajtjtre*Bp,r 
IJomtleiid'j -thArtnVr (1th Army. >mJ 
F'd. Dili, by dEfault. Aftnr a-reej-'r 
Id UtEiii th=y did doL attack, t* tjile 

what rriailr Ajj rmui wLii it :e laday? 
ReadBelea. MH Andre- I5r, , St LttCttBj 
MO. *^'?^- 



OPPOrji-MiT^ Wahttit- 

f&BM— ii'- iitt in-line j_out*. Any giro*. 
Field aiarehall Cartel Parse, i save 

leel your addr*eo + Sand LI, pJea.Be, 

Helcnr-wchr dcr Wehemieht nadi jmm 
-nembcrft. Run Meeli, i.lQ5 ntniBB 
5E. Lcula, Mb. 611 Jt. 






Lrln 



ihe 



Eeii 



I now in llie pIeibl Ativ-nrp 

rn.in----ianrj popiELon etiii 
■ clao ga. 



■ Eg_- SI, __g 



hfa, tajjfc 



OcpDri*n(ft annQKl eipecLaliy fr 
H*r-,PEftiP« (or lid UILO pi* j. All 
mlercated eenta-l Davp &e«n, Hunter 

Hall. -Jmi-eraLiy t>t New Huflptltfra. 

ULirha-n,_fJjw HUfn.Jjflhjtn 'j^fa'j*. 

Tbr WCA .* niovina up! Cl-ifi* .rid 

Jl-lu The Bweillti-. tana.*. Nu EnjinriEr-E- 

T.etiflaaiw! Grcrat fl|.j«r|niilt±p» far 

LLiiiiiii*inltT Rarnard J. Flauere-^. PQ 
Bit-j ^!, Cr'nrd, hr.M r Oil ~T. Til* WCA 

lj|^idnrnl wanlfil. ITIUPI be (jODfl JF 

Tieterj nt nai-al (ommaridrf to ploy me 
in laci-'to-Eicr- combat. 1 have- BU<-.- 
i:riejr, Jullintf and the BuJce. Harold 

Ceyic, a-" Henry Si.. _alh Anttmy. 

H.J. mBTt. 

D.m a.n.yE,b C slay Allot ~bTMiEti*Lurea 

L4 (J. J. iiei. "H-rnftLjer. 6rldL]e. ■ 
Jiid jnd aneE tally, fi*"" a anuoie Ha^t 
iMd LnauEft u( 'KaEnrif" nr dw rienernl 
fur aale^ Wrli-i l_a-.ii Rim., [zu 
__^_._ __T- . El lr. r N. J, ii?4ij 1- 
Arhnin- p__rLagij,lsl,,, I WlII Erad* Q- 
l>ay '41 (neod tone. i bo n - no |M*s»l 
rMMh_ 1*' . ; 'i,_Ji_r_..i. Lt.ji.. at, _- 
lily 'bl hSl.UU fer JiitlftEWl, Cu«d, Con.- 

tiil D«vc Bon/oiie. ■_■" Fj.lL.un Rri.. 
MrJEJ-jtog] N.J. 

We are UW) Ij'.lvcJ /mm nrrm-.ny. 
Otur-1 Ln Pam^-aTinee Afrlke. Our ra- 
Euril in fta-Tii-ny >V1* 'I -&. That II 
buw it Will , ■■■: 1 ir: i-.,. Tf ,■■■! JUiih pbi-i 
/IK, bulge aa luAahtvccd l>t, h ^vlna- 

*t.>n. W, J. 

Op-iinenr urinird 1,1 Bl ltj .-,t i» j . u-trn ;- 

in parian. Will aJae ple. v Joitand at 
Midway in pereon. Any *id.p *nd aiiy 
and all rLdles played. Will answer ait 
pSBarati Stephen. Kll^ea, 44 ApplnLrra 

Dr.,. Ma.tew«fi, U.J. PT74?. 

ThB dying galf-a c-[ agtjl-al Inr are being 

heard uireueh,- «' Ui* cotmiey, Htlp flit 

fted Liana lljanc* Eham for j,ood.. TO 

jcipi. write: Steph-n MarJn H c/o Lt. 
G-dI- hfarm, b^btr 5Viu. L>P. «ex. tjs, 
Ar-D New York ~°lj_. 



WinEr-1! Any iniwi-nL4lii>n n 


■ i ■!,:■ 


ar-di- 


.ucnaicr.al cbeai. Writ*. 


Hai 


Jc n. 


GUeoti. 7 KidLey Rlhu, At 


LDAELk, 


Tf.Y. 


|fJ*~M, 







BjEjraaiBt a rfamlld rp play ouael I ngnri, 
phm Will ul» elitjer slda, although 1 
pralar ths Kuiiitai, 1 am ready Eo it- 

e-tpc ■" hjL.pii^h in I.-.* rntirap'oi LEan 
area, ttaberl Antunucci, (HH Stuart 
St , UkJy-i., U. V. Li J.LV, 

Third Heich lp t wann^ns, *r *rr4 cp- 

;■• r • ■■ ■> - -.-,-! pbm '-■-."■ i-.p-.r - .' I:.- all 

i-art* uf the 'cna-.tri'. Coictnandi j-jei- 
lLon» ace avaUablc il you can iiitaaure 
up. Piina \t- J.T"i a panaTi Cinta-rT 
C.j.ri Pswlsk, 111 Pn-r.T- St., Hnffa.!-,, 

'J. ■V. HJOii. 

Pespe rawly win Thane ■ I Lorav ills game 
tn good condition. Will pay fair price 
with b.jnu,a Lf -jnc-rl eandtf|«n, Sin,4 -on--- 
dLTian*. Alau intsrEitEd tn War of the 

King.. Send Ideaei H4aneH Van Cue- 
verm-, 1« Whitheld Ar- HJ UulJaJoi, 

Tt. V. J-t^^U. 

The ~lEn*r*l St+ff neadi qualily -u-;r,,- 
boTl to bjild iJitir rankn. Rn^tiLrc- 
■ nenta' Aae I6 H ewjierliinrp, e/nenl. 

Ipe ablr In aa/ia nrg>nlr>il a.-Tg*rnin^ 
int) IdVineeiTient. Koti Robin a'.-n, [1 1 
Elm woipd Aye.. PUlalu, X. Y klJUl. 
Way r,i ; i,i, the Red Liana. J jllse did 
and tE'n Er=«l. everyone is friendly and 

heiprui, Fc- inforrn--Mijn wTtie its David 

!-,;■!■:■.--■-, %Vt H.i;-.i.ir ! r.-.-.:, £dttweLl d 
Net* Yoik - F'L :"i-;i-r:ii. C- aMldni toi 
t-BBj LatWr^ 



-iuaa rlrin't matlar, I 01 Rlprki A V pp|iL* r 

FirmmgdUB, w.T. U?**, Phil Hum- 

J» "lf--- 

Join ihe MinuEBrn*--- CDTTinlets military 
c hi In of command,. N, . :I li! r-.. mt>i-r> 
irnm atAtea noyth tiEjr ttf N. K. 17 yre, 
ani-ver, Pin fl,*ee. Nb UnU. Ceotaet 
General l?a.,d Jaco-;, n-J=. Hoiace 
Hardin- Bh__. FlueUiEif, W.Y. 11168, 



in* 

Einuird Lc-Mjih lot eald - M.** Em 

pnnLage. I wu-uld like Lo know if BA¥Vrtat 

rlar has AH (MM u f Alt Empire. C»n- 

tae-t GeoT--" Kanlan. i"- 'id 1 r i*i :• i: rrr: . 

-r iuimn- ;, N.Y. 11^*4. 

Pad JnWnj needi yrrur help tn dafral- thp 
birbarn-i norde- of a-oreir-ar I Join 
Ked Lusn*. There i* *Bmaioing lor 
everyene. Writs: Chris Lslii, talf"M 
Me'lboiij-nrAve,, FluiriLnn, H,Y, HJbV, 
BrfS ST SJfcL Peon - Triie. 4a IV licld 
g* cuftfroi bte the Seeond Div. of Red 
i. . i . . i :,. We BttMrfrf chillntiiee from -tn- 

.i-lii.*--: waxrluie oidy. D. K. .'ul'mil. 
BD e. HafjuravLlle, jj. V. tt7ll~. 
■flpponenci wanietl in 'arr-Eri'^irr mm ■ 
EMEl 1 pll)" *ny lujTgjmpr nr rlub In 
any AH (inw, ]IM. Fart-T Re-nt. , and 

C-niai. L will tike any eidi aa *-■ ■*-* - 
aired. Michel ialeeki, iM &ei lair* [Jr., 
Wu-jliriflton, W. i. t>r_cajl HA . j - II °i ■ 
Dtplc-rniey pltyere nearby wrlit or call 
Dab 3fccct h-dok^d n, e, I niuet f c L DL ■ 
plan-a^y end Learn top Ley. AUtn E«hilJ. 
rajtith 9Ab~iM Vl^tiiilnh, £4t]trboi Ave . 
lelt^, L.I. , KT.E. 11751 Pbutie filt-t 
jli E^Sf,- m,.» ni fe it p f 

Rait Li una a rrmprr'haE lhai namr. Dui 
Clilh il Be'Mng gre-' - J"-in ffir ninpy I 
Sufaacrtbs ro rh# Courlsr, aod balp ua 

deieit AgnrteetiF 4i ir.in-.pj.ny. Jnin 

th* etttWMj Color.*! J««| KJtm, l7U- 
l_i . tiCth. Aye. t Jarr.aLca_, M._ X . i tiii. 
Anneuflcinf the formatien of AH branch 
tn the military laeli-- euelaty, We 

\ v \-'. >.H ^, ,d Liiio.tE.mree, tLival and laod. 

AnitniE WluliTii to Juiil uj il.lJle'Udc, 



OFPGrJfJNTs VanTFD 

C-.hllL-l Tony hlWllc jn-ltl Glenwrind 

St.. Little Keefc ^f.¥. t-1: ni-£ZA- 

y,% b. 

Will Eradr grjod eondinun Kulee pluj 

GeiiyaLiurn. 'fti (Or Goaded c ana! or 

"1-ia.e.emeni, | ihj, jj^ , e [\ -Jetty*- 

hirg nr Bulet. it |4, og aeleco, J3ob 
Sieih,e. 30± Ffurt St. . Liwrp,™!, Haai 

Tfrgj jjgjf-a 

W.ntan tare -fo face oopu-ftcnla In- 
pfrliBeetLor lnowp*rlo QC nd kn NV'jj,,, 
Have Tactle*II, #111 i UB , tu Learn BHwart. 
Mr.jitiy wt:<kend*. Ptefej: i tillpge.level 
and «t<i.r. C-niefi $t-rv* Bru-arEln, 
iZO W. EOSth 5i. . r~.t\. M. r". lUUH 
CaiJ Wl EVtVaa. 



I.-a-parien 


:,d end but 


■ itjl ItlJ jilkyj 


r will 


take airher 


■ Itfe -,'S !i 


irtflpl - . B* 


eaady 


Toit a lot 


oi laughe 


Put Glib* 


ft, 15 


vi yvtr, ii. 


. .*(* ICrk 


■ M. T, lUQtl, 



ihe General Ht*lt needa q»a!jr, . 
0*0*1 ::!■.-,,:.: thaie eidkt, ReoutTementt 
+ -r Hhj totDErintltcd Generll. 3 jean 
PEH: fc~^eb member -nun be capable 

:■! r*,.»:fiii(ori.ini!.-.-'!*6r l ai..ni Write 
Richard Hill, HZ pVeat, ] TJ St. , tJi.w 
Yot-k-L New Yutk IflClc. Yaah Wf.ip 

San-nnd Crnaarle rnTTs nJer tba Swlns e-E 

Aggr-aeor-deEej SAC- Cos 



ywne 



• helte 



CalOBfl Kritgeri unEDBse your etToi^lit 
jaskel Long enEMigti. Eo reply io aa-r ch*J- 
itflga. ■'»•' uiviBiBB, Jiu I imHn'Irn 

,\vr. . l^.-a TftfH 1&. New Vtrrk. 
Sialt nK ™.d PrEirr C-rman LV.|J t *J»r 

ercp to demDnetri'e ability pcmrMaJI 

trturn fame guaramerd PfiM ■ Titf. 
tu-Face. All iJdttutlleB aoewered. .ikpnd 
ecop-IP Jf H>r41t4-1 WiHiatEi Cilberl. 
■V? Ur.t l&$i Sn- , We« Ytreij Nau- ynrk 
IL-O--.. 



The XIV LTcrpe of ibfl *SS Panur Artny 
mnmincii the ann*i~t>i-iL if tAe ntate ut 

Delawate. We are now In n-.i, .:.-.■. : 
tttnirol of the foj.1, u w m - alatar, Mil't, 
n,H,i VeTmbdl. Mull., Cprui. . Ft. I. , 
», Y. and N. J, Pennftylvania is next 
NClltc to thr Hr.l Ll°Dl frftii Ll.L- Llub 
you r-efuir le play. Shut up or wr will 






,-. i : 



iiu-rite'iEi 



deiutticr Joaeph Kl.IJ,.h>., I U Wilihu. 
Dt_. _,_N^ aabylun, H T II T H.5 , 
Hati.pf gruffa Viper l>Tl7e'~ Ml'lTl"^ 
OT|*< aim "foil* Rapid, advlutomsnt fu- 
.up.rinr luaraitner*. r^irunt of jni- 
porli-r* nvallabte. Wtitaa kicliaru 
CiEii, 164 tjoulh, EJentr* Ave, , Knchvilie 
ken-re, «i-; yorri, fi&TW. AJIy with 

Wanted Blitz aiihEr 7idY All juJea c- 

■•'-'■ NueltAr i;6f*city, air ictp Jiliillun 
Wrile lo rf*-.TT Eelo. Ill BtuneaiEJe 

DtJpe, Weal S f .r fl , Haw fnr* Jilifl- 
"la-L Hitmen, <Liniin m. | l n -[ your 
eddraBi. Alan lamr, B Frl-MlrniB. 
Ciiniaci me AJ io Stalingrad opponent-. 
"•"tteri Elih.ee ejd« r Fatj-e-m taee 

anything Sieuefl PJ«Jtl-»l, *V Maelow 
Rd. p West Seneca, Hew Yofb l*i24. 
TA3-)9lS. 



MiB the El 


i.rJ rritt,- Help tu eliminate 


'he iif-ti 


■r-or I"ihiM. SmiUuueB. ids 


poaiiip-n. 


Write tq, Mike Itnten, 72 


Dell on fit. 


. Tonawanda. N.Y Ul-in. 



f ■. i. ■-"'-, «-!-.%■ ■ f ■'■. \..\\- : " ■■,' has r--.. i ■-■'■. ■ 

Join the Hnjy War a-ainii ihe Nionait 
in-, .it' Kemerneae thtrmopyJiacr / TU 
ltd (ffi'a lime fla- camel I Riclarl 
isbalvcv HaJk, Koern ii* RP1. Trey. 



Wn-iee 


Pl«vere 


, foe 


_;l 


\vjIjb 


HiJl 




Waatt fd 


In C~Tcatei Cir.tti 


will 




tcnu. Z, 


Kidd 


, 6°:. 


W,C*Jb: 


rekh 


K-l . *".': 


til Leili ail . 


■.:■..■ 


:■ r J - 


.-0471. 





duwardi ur jAaytuu atop hiding 1 Come 
run and r iRhr PTppri^nrpri AH Iwar-^rn- 
«r faee-irw'are if willing tn a-T-erii 
lajfeiT rnnrarr S. L. "tbeirrLaa, JFia Lnnr- 
Hala Ave., LtayEon. Ohio IHI*. AU 
eJufae with, deeigne en IJaylon are-- in- 



I'J >- ; . : .— , r r.l - 


waniEt 


! nr 


Blay-by-c 


nail in 


fit*!- 


it! ■-, . 


0-Oay 


t. . 


at AfrLka Kirps. 


' wl 


11 taJt 


c my e 


■de. 


Toin I-fuol 


a, £ L*f J" 


""su- 


! "j r.- 


.burn. 1 


-yndb U E>t J ifck.*tll*. 



all inventuiB' riurnp]--lc lap uicle 
.if baillr f..P Okrnawa, .d.inj.lel* Ja L i 

Niva,] fprcBf in Midway Opflratlni: 

-rl^lnal Jap 'J.n-.il ilt urriri. na i gl<Tn L r>g 
rjfwwn. (1. f> in Ctoff int-ar-ian, 715 
MyrUe, Hfriep rtrk, Uhip4SlTl- 



h -- 


i.lM 


=■■>=■,: -■ 


U-iJay 


WeTerl^n, 


J ike n 


dw wi 


IK i'hM 


p-.*B, 


rVee Owen-, 


4HNi 


1 Tlh WE 


BlAve., 


Ardmor 


OjOkLaheima 


: j ■: " i 











Acfitunj! ' JJlt Tot -.nkc-pT i!i J'ar.rei 

Q f the MUhrt Wttt^lLin. let 33 Etm 

cenqtLfiJn- OrBBon. IVanl |o L.ornntand 
Tutenltupl Ti B E 



ihejmTaEw 



"Siajruppi 



: Pa I 1 3pp- : t 



nui I It, HairEiman Rlr., KlamaLli F*J]i. 
Cl r -■ jn F t H'ftCI I 

Birbartanj ot Portland have irft^tba 
AgLji-saK" Hotneliim. A«»iJahla izopi.e 
01 WCIt lieu.ee OI General, VClun-ie 1 L , 
i,J.4< VolHine "H-l, (1,20 for cupy 
inrliEtlea i I r != c cian pr>al-,*.c Ljpiler 

Geralti tfhilt. 4fl04 S,E. , Plic. Pfnrt- 

l-.r.g,, -> t f ggJi i?lH. 

Get In *l*p wttb the Iroa Pbkluui. jo in 

Lhr rrfFa T nirn. Anyone may aaELd 

.hr-ir Epfani HI ii ;p imuf. c#Et raiaa m<- 

rriil Wpnthpr anri he hrinally rrneberi 
Ltauid L5popay, "-7-45 IrmiMBlUs HlT-lf . , 

fc:is. Pi. J tiSlfJ. 

riuitsni .ii.;. :,:•■■.-. 'id--. ■;-!■.,■■..'. ii-.--. 

lor ■»I> I,H ' FleauB rnriEarr ma man 
II poiaChle Alpn. PBM npnnwnls inr 
Gettysburg aquarc ind D- Day mylslt" 
'.;nion and (J.j . MiiL-.a. CdnutjE: 3_4Try 
Cohn, n-i. PalTon Hd. , Phill. , Penna. 

k V C I a.. 

jnlcreetsd in plAyinjr, m i, tipDrti lea. K uc 
with Idiiilad A.H- xi-r^^-3 Tkcn Wfft* 
the SSL t/* Deb JSrnelli. 5« E "jftV- 
iiiond, ItbVIJITiTWi Pa. LflitJJ « me, Don 
CreenwQQ-d, Bon I#0, El "J »i. Sayve, 
Pi. L&G40 iuau.e yum f EamLlikae. 
A--htiins ' Praetor Ian ljue,i--j'l Hh "i-uirds 
Divlaicn eatabliabea lltj at nnmn QadU 
•fttwmHf Blood LblriLfajr.Ki'iriDiir jattala 
will !,f rrnahndi fir.i.|j itipnpral t-tiiili 
S. !--!i p-. H.<e I-.- "n i.'. PrE>v-]dance r 



OPFOWST9 VpaMtf.-. 

(tally ' round The Sure and TUi*. aatrli 
The If Cnrpa Canfpi*! *I„ * T i.v aajuilaj 
It* riJI uI-ru.lvE flit inrareiled -=■■« = 
deEiEi at Elie tTttlvrraLly n( Smith fjirn] Ina 
*tt welcome Contact Joo,p Rc-ohhell, 
jg-_rj ~»II CJllntEthia, i.C. J^JOB. 

Will play anyene in Mr.mpbia. Tflat). 
i.id bui rounding area i-i any All wtr- 

EaUB.' :j'L.I..|- r.llli.. a.-id Attficitfird 
faupti tpncid in PKU 1 til, flpuxu.^. 
and fllup. WiiEe. fjarld Hin.inelr eii_h, 
. : fl -- a _■ rani*, Mc-iJiObia, r>.ni "iill'j. 

1E.I1 

PBM Wart"'!-*-., Bulie, STiilngTid, Cat- 

rysburg 'Ml an" 'ri4. Mo aide pra-frr- 
a pea I jinn yuur lie rung ]is.*jp Fir an 
gcfeplanc* led ruJsa t<- Hl-cha, J-Ji !::„■■!-, 
l Co , -I i f llljItBli i'.o-;-.,ii Chriatt, 
[BHAft 7a411 -,1J IPttEt. InSKveeed. _ 

Waiited, ,t ft n ■ fn|i fa nl oppo-nni for 
JutlaoJ. D-Da r . Staiingiad- A. K. Br 
BlJlekries, prafarahlp a high arhtMil 
iTudeni. Will bin- eith-r aide IffHai 
or call Chuck Hr.l|n*». p nenfl Magnrtir 
bt.. til Paso, lema-t ~°?P4 - ISS-t-jjl. 
■ :■.-'. i-r.' :.i- ■■■-,•■'.■ -I lor (a-t-Eo-facetn--- 
tul. Will play Bulge, D-Da F i Gaadal- 

i anal, elibeE iiiIe. J prill lira: anyone 
living in "Spring. Bimi.li Arcl, HtruatOn. 
Tohti Phil line. JjJSLtveJytLine.Hmjit.in, 
rgOB - Pnom fjO ~-e**-Q _ 
Wa offar and «j^paet aerloaB eir-imtr't 
e otrt^E I iiion . iui - tLoi lit bl* n*"ar 
l-'ai or LpiMfjn.it.- j a .gime. We will 
piiy o-nyine t^ct Ha-Iae* oe i^BM, A-- 
eeptini membera More Infj- Mike 
Haley. 2aOI Wi,™,, Ho* H0i, kyin*. 
Tf-A* 75Ce.Q_ t 

njlj.'iinr, rnnm "yrjnic.i. [Job inual 
be ip»-r.'yen tlrri I inn nrpdn yu.ir 
I jn: I -i._;:r-"»; !■* r. I help •■-' .1 '-■■:. :-riL-'.ne 

iliie leat, Join itif ailiancef; t:oni~.ct 
Kubert pjie-keen, 111 u-ii! Drive, Poet 
Artnur, : -v..- TTblV. Reb i* Ibfttftl 

blej 

Aggreaerrf eti fine! Join a altib that 
will be iiioud to Lave jeu, We ncetl 
nieEiikiE'Ee and allle-B to itgltt with US. 
Jr,iil Reil Liona WriE* K«*in Kelley, 
J IH CamniraL J>r . San Anluniu, Traaa 

T-IK7 _ 

F« SiJi- JMd fiiitt'kritg IlldO. am 

Jj-Lwy $* no. C'Mnti «iry naod ndBty- 
MlHUatl^JH, Jutia r ,di ? r*ndn»w$--,'JB. 

I'll pay I 1 1- pDBt^j-. .Spii^ r~',,.L-=t- Lu 

Brad Taylcr, III R°y-,i r Vtttv^tA. 

Tenaa 77 n 01. 

Ag&teiio- FliC&i&i T»*t.il»in Afmire 
hawett^alledt.et'craR.ed Lron etae] ! Fed 
Lion IV Corp.* tlkal TukIi ind Cllb- 
tomia ny dfUult" Jnio Red Ltnns, Bjj4 
sit,, Fredeeiektbiirfl. V*f,J*0l| TlBht 
TT, Corpt, lUlo 3, Ctsilctr, Tyler, 

UKW panrtt* ^Mlin- anil riprrlrnrpn 

w« rjaniera in [til nut nit J on -wide eotn- 

rr.anfl anil', life ntier ejceell-inT uppor. 

tuniiFle* Mr aEl-u^ncement and eoniprti- 
iivi waip>an>ing, Ly rl i e , Ka-bert J. 
iieynia, (Jriiaf of Staff, Or.vj , Jill -; 
Hifr M ■ Ph.K-L.il?, V-i J Ml J 

Juin lhr Rnl L.iuna and brlp clrjtoae ihp 
wai.gamlnjj wot In iJ^jgrrnnp', J* lur 

elaimi of vietory. yoti ein hair> nsmp 
oureagi-aiiQr, co^t» t t Loitil C- Plppja, 

ao* ;i», roij^o. vir-gs-iu iJi*l, K*d 



\~. i i /■ i- ■ .-, lj. M V at 'I- .:r.i:,.,|.. 

wh-n to* M»i"o etaned, but toik at 
!Him nnwi ir the Rcdbtrda can do It, 
ii ra-i the fted Ltona . WrLte ~t>tin yinal, 
rt'lfci. U, rrineheitiT. Va., iiblll. 

cjppjaentc wanted loe AR (~t*n ooerai] 
£*Ct'tnj-lotc in. AK, 5|irad. Send 
cople ?r ildei or firtl mwt H Cialg 
MacjLtyjBBckHB.il. Ila*aflB5. C.W.S.C.. 
rJJp-iiiburg. TfaiEilngtun W^'n. nr rail 
■teiI- lrl>4. 

Anyrtne ij-tefBata*] man ba-pja uaiUeraity 

jame « OlpiomaBy oi a vaetant" Ejsh 
uniupyaity u-jtl take idirterent ceunipy, 
giim* to he run le. ".erchril KebuJor. 
Tvm Rotenfalilrnii "m. 113, Terry HaLL 
tiD' rj'-in-pue PiT-lkway, rtutlLt, Wi, 
VktLMj. 

Ihe PaictfJc NQTTflwesr War fjim-i At. 

■ oeiiEien n eJeaeed in announee me 
I'oujidina ol ita Opponent! [^uide. El yoii 
jr* intereitea in eontietinj other Paei 
lie Nerthiveilwai-eapneei eettd ■ aiimp- 

ed eelf-attdreaecd enre'op* to "Jouefa* 

Beyerlelh, J934 S, W.tSontlie.rn, BtMSOa. 
Waal, lallfc. 

Army Cfeup Paslfijlto of Aiciceic-- 

Hoiitclnud ti :.:: Head fll uew iiiEiiibrEB 
and oopuurula iu ibe IPju'ir. '-Jurthweai 
and the Fat Eaa[. Inlcrrilrtt |,Er»ErrLi 
rnntact- RrtgedleT General ijr.'j Long. 
MMrS.1T n:rt,. ".cattJa. vraitjUijiiaf. 
SHleh 

Wanted Chance Lie revillc. alia copy of 
First CiPnere.1, TftCt.cS II, P&M. Opp-y ■ 
uciiEb ur Iei - .?r raun i>ppu.nenlp, for any 
a.atue- PF.U pxda ftir <aa.Le iBf Am ag,- 
a.JTaiur inEULucr. Toin HiElrrlE, L, Bt£a 
Fnint. Wheeling, W. V»_ zKroj. Aa- 

V 



• :"■■:■'■ Ali*. 



.- ! >' i :■ ' I ae B-pe r*rte I f e B| d ,:■■■: ■■-. ■, 
commlilign. Will aEudeEitD cold "riAUfl 

rcntacl tne -.■jcin -1 phriFie: J 5,5 - jf rle. L 

Ytfuti huurJuJiy. ftoLcrt ft cumhlEln, 
ZZ?.} Wptp. Apr.. M..JI..I.... Win. ■iHTII 

PrielBrSari Cdied elatrr.i libeEltiC-D uf 

BHnli fssro thentuMaiiuii luatt. urA E - 

[lel-cir. Any oppuaitlon u tin a tnu-p 
ih-SflU Htm mPKhar-l (Lul-ln, ^(0 N. 
Putnl Dr , Milwaukee, W| a <•;!?. 
The AMU -iec pleaee fnrnacT rr.*. 

Oppcmente wanted ut A' naa Korpa, ~ P U 

t*!i 0, Sialinsrad. I'll be BrLtiah. Rid, 

Honum. AllMI r^ly tf Dai RJitt 
Dr.* ne'e t/o C gfiimiidtr in Chief 
£rnc*t Sirnmcrmaii. ",■■■ N, ■ ■ m- Si,, 
MiKaukoe, Wis. Slil"r. AIE leltsri 
an* wsjred, 



